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Realism vs Abstraction 



COVER STORY: 

// Ever There Was 
an Unsung Hero .. . 

If they ever hand out unsung hero 
awards in wargaming, Russell Powell 
should win hands- down. 

With expeditious help from wife 
Donna, Russell Powell has taken the 
spark of an idea that flamed hack in 
1 1966 and kindled it into the most demo- 
cratic wargaming "league" existing to- 
day — the Spartan Wargamers. 

Although beset with growing pains, 
financial crises, and petty bickering 
typical of many such wargaming organi- 
zations, the Spartan Wargamers have 
flourished while many others have 
either floundered, reorganized, or been 
consumed hy the fires of personal ani- 
mosities. Hardly a wargame club today 
is the same organization it was two 
years ago. Even such early stallwarts 
as Red Lions and Aggressor Homeland 
have switched names and experienced 
drastic organizational and personnel 
changes. Not so with the Spartans. 
They have experienced a steady growth 
pattern that puts all others to shame. 
The reason for this is Russell Powell; 
who has been able to stand up above 
the powe r-plays and intrigues that often 
undermine the leadership of even the 
most uptight organizations. Russell 
has had to weather such storms by 
groups of dissidents bent on taking over 
club leadership. Alas, the coups have 
failed mainly on the strength of Rus- 
sell's loyal friends who realize how 
much time, effort and money. . . over 

(Continued on rage 3) 



Recent surveys administered both by 
The General and purists among the 
wargaming cull have produced a rather 
sharp division between adherents to 
realism and adherents to playability. 
Under the assumption that a game can- 
not be both realistic and playable, con- 
seusees favor playability 60-40. While 
it is possible | and the battle games 
seem to prove it, to produce games 
that are both realistic and playable the 
only really successful games have been 
abstractions. We only have to look to 
Monopoly to prove this point. 

While the game- makers over in our 
research department are loath to admit 
it, AH's battle series cannot be con- 
sidered successes from a mass-market 
standpoint. However, the true history 
buffs and realism nuts are great enough 
in number to guarantee a certain de- 
gree of success for any battle game 
that is produced. As a matter of fact, 
other game producers who have publish- 
ed battle games of an abstract type have 
failed in their quest to move such games 
off the store shelves in profitable num- 
bers. 

However, even with the design staff 
at AH oriented toward "realism, " there 
is a limit to how far one can carry this 
philosophy. Jutland and 1914 are clas- 
sic examples of realisrn-to-the-T. 
More detailed research has gone into 
their design than into all other battle 
games combined. The research team 
of James F. Dunnigan Associates, with 
their never -exhausting supply of inside 
dope, has been able to transcend the 
most minute battle detail into excitingly 
realistic battle games. Pardon, we 
mean simulations. Because that's ex- 
actly what we have in Jutland and 1914, 
games so realistic that they are simu- 
lations of the real thing, In fact, it is 
being brought to our attention that these 
games are too realistic. .. so realistic 
as to become boring after several play- 
ing s. 

With Jutland and 1914, we have 
finally satisfied the appetite of the hard- 
core historical huff. But in the mean- 
time, the hard-core game-game fana- 
tics have had to "give up" on these 
titles because they feel that the intra- 
caies of realism slow the action down 
to a walk. In short, there's too much 
complex detail for what competitive fun 
can be had. Thus, the game-makers 
have come to the conclusion that a wed- 
ding between realism and playability 
results in a rather quick divorce. 

The alternative is abstraction, Stal- 
ingrad is an excellent example of the 
proper combination between realism and 



playability. While recapturing essent- 
ually the same overall conditions as 
they actually existed, Stalingrad is not 
over- encumbered with a myriad of de- 
tails. With all of its units, this game 
can be played rather quickly. Action 
abounds on every turn. Small wonder 
that Stalingrad is still a favorite among 
many of the hard-core players even 
though it is an "old" game. Another 
game continuing to be a favorite is 
Afrika Korps . Again, complex-sim- 
plicity is the keynote. Tn both Stalin- 
grad and Afrika Korps, a high degree 
of abstraction has been built into their 
design. They have proved to be the 
panacea for all concerned. 

Outside the area of battle games, 
we have found that it is not possible to 
produce a realistic game that is fun to 
play. And after all, isn't the important 
thing about a game how much fun it is 
to play? A case in point is a stock 
market game we have been testing for 
over a year. We designed it too realis- 
tically. It lacked inter-player com- 
petition. Although it had re-captured 
the acLion of the stock market in its 
truist form, it simply wasn't any fun to 
play. We scrapped the whole idea. 

The next step down, then, was to 
inject some abstraction to get play mov- 
ing quicker. Also, areas of inter- 
player competition were injected, As 
we leaned more and more in this direc- 
tion, the game became less and less 
realistic from a realistic standpoint. 

The stock market, itself, is no game, 
at least not from the standpoint of one 
player attempting to outscore his op- 
ponent. Unlike the stock market, war 
lends itself much more readily to inter- 
player competition because that's what 
the participants basically are trying to 
do - to beat the other guy. At this 
point it is safe to conclude that the de- 
gree of realism and abstraction is de- 
termined by the subject matter of that 
area of life we are attempting to por- 
tray in game format. We are therefore 
willing to sacrifice absolute realism in 
favor of a design that is, first and f or - 
most, fun to play. 

Jutland and 1914 are fine games... 
ooops,..we mean simulations. Their 
publication has done much to enhance 
the quality of the AH image. Their 
publication has done much to broaden 
our distributional base thus making the 
rest of our line more readily available 
to the public. Within this framework, 
we are proud of these two titles. But 
we are even "prouder" of what we'll be 
introducing next Spring. 
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Success Thru Patience 



by Jared Johnson 



What causes the downfall of many- 
good wargarners? They are in a hurry! 
Granted that time is of the essence in 
many instances. However, not always. 
In his fervent desire to annihilate his 
opponent, a player often makes rash 
decisions, and decides most often in 
favor uf the plan which will allow him 
to act the soonest, usually without 
weighing other merits. Consider the 
game of Bismarck. In the long run it 
is rarely wise for the Bismarck to 
stay and fight a battle which he can 
wiLhdraw from, even when it ia an. easy 
victory. However, he ia overwhelmed 
at the moment of conflict by the desire 
to sink the British BB. Likewise, not 
a lot of games are played to the time 
limit, although it would be to one side's 
advantage to do so. The Bismarck is 
alway-s anxious to pop into port, when 
he might fare considerably better in 
leading the British navy around the 



Atlantic for a few days. 

Consider Afrika Korps . How often 
does the German commander conduct 
a reckless £-1 attack against Tobruch 
which wasn't really necessary .yet? 
Suicide charges are fine as a very last 
resort, but many players just don't 
realise what suicidal tactics they are 
employing taD early in the game. Many 
players faced with a tough situation will 
make a bad decision in favor of a plan 
that will "break the ice" the soonest; 
usually, a. series of suicide attacks. 

How tempting it is in Bulge for the 
U.S. to surround one of those miser- 
able German 10-5 panzer units at 1-2 
odds hoping for a D back 2. What hap- 
pens when his units are retreated and a 
gaping hole left in his lines ? 

In Stalingrad , how easy it is to go 
overboard with those 1-2 and 1-1 at- 
tacks against river positions rightafter 

you have had a short run of good luck. 



The success of such a strategy rests 
upon the continuance of your luck and 
not upon the merits of your tactics. 

In Midway , how tempting it is to 
launch a "devastating" attack before the 
time is ripe. (In the long run, perhaps 
not devastating to the enemy. 

This is a serious problem with many 
wargarners. They are over-anxious, 
too eager to rush in and slaughter the 
opponent. His means are contradicting 
his desired ends. A competent general 
knows when to let his opponent attempt 
the bravado tactics. A competent gen- 
eral knows when he should be content 
plodding along at a snail's pace. 

Take heed: All of you power -happy 
generals who want to cross the Meuse 
by the 25th turn, who want to take Bas- 
togue by the 17th, who want to sink the 
Atago the minute it comes onto the 
board, and who want to pop into port 
the first hour of May 26th. 

You may be better off taking it slow 
but sure, because "haste makes waste, " 

Patience is often the greatest virtue 
of a successful general. 

Jared Johnson, 1548 Rochelle Drive, 
Chamblee, Georgia 30005. 
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$100 a month. ..the Powell's have put 
into the league. 

To fully understand the reason for 
the Spartan's growth, let's go back to 
that day in May, 1966 when the Powell's 
invited a group of neighborhood boys to 
see wargames for the first time. 

"My husband and I," relates Donna 
Powell, "were standing around after 
church one Sunday discussing the topic 
of hobbies. Rubs and I had been play- 
ing AH games for over two years so we 
immediately started talking about war- 
gaming. Well, the topic drifted and 
bounced and suddenly Russ found him- 
self sponsoring this club. 

"We had no intentions of going nation- 
wide at that time. Rubs bought every 
A.H. game on the market and some not 
on the market. He started giving them 
as prizes in tournaments and I knew 
right then that something was growing 
inside of him but I couldn't put my 
finger on it. 

"Before we were married Russell 
had played a lot of Chess and had played 
in a few tournaments. He had always 
wondered why wargarning had not been 
brought to that level. 

"On July 4th at a picnic when we were 
talking about the club Russ told me 
what he was planning. He had decided 
that he would like to see wargarning 
organized like Masters Chess. After 
discussing this in depth 1 agreed with 
him and after that he was no longer 
the same. 

"He planned out the basis for his 



club, the system it would he run by and 
presented it to the members in the 
middle of July. 

"It was accepted by a 100% majority 
and then we started recruiting. 

"In September of 1966 Russell and I 
started the neutral competition League 
which has existed from then until now. 
His League was not readily accepted 
due to the untrusting nature of the clubs 
already organized. 

"The Reichshutzers, Scarf, and Lan- 
cers were the first to join the League. 
It wasn't until around the month of De- 
cember that things really looked up. 
FOE, the Marauders, the Raiders, and 
the Army of California joined the League, 
along with segments of Win Incorporated. 
Around June of 1967 Aggressor Home- 
land, and OKW II joined the League. 
They were followed in December or 
approximately that time by Spectre II. 
the newly formed Imperial Guards, 
United Wargarners of America, and a 
few local clubs that were not advertised, 

"That had brought the League up to 
almost 140 people. Recruitment got 
heavy in all clubs and shortly after 
International Task Force joined this 
month, and the creation of the Seabees 
[a SPARTAN club) our League has 185 
registered members. 

"Our League (which is 100% demo- 
cratic) has over 35 tournaments running 
with more than 13 additional about to 
start. We furnish trophies, cashawards, 
free Avalon Hill games (with Over 30 



having been given out in 23 months), 
and some free Gamescience games in 
the process of going on the prize lists. 

"We have through this League fur- 
nished these services for over a year 
tiDw: A monthly report to inform all 
League members of what is going on in 
the League, It averages around 30-40 
pages a month. An arbitration service 
for treaties, disputes. League territorial 
procedures, decisions on AH games, 
and variants taken from AH games, etc. 
A uniform code of ethics, protocols, 
and laws that governed all clubs fairly 
and democratically since the League 
has been formed. 

"We keep complete files on all letters 
written and received and provide these 
facilities for League clubs references. 

"All in all I feel that in bringing 
good honest, worthwhile, competition 
to the wargarners we are promoting the 
hobby to a level never before attained. 
We feel our territorial warfare system 
(done with maps, forms, and by certain 
laws) is unmatched by anyone. 

"In short may I say that my husband 
and I only wish to bring this hobby up 
to where it belongs. Equal to or above 
Masters Chess. 

"To us wargarning is serious, A lot 
of young men want to have fun in their 
hobby. We want to give them the best 
chance they ever had to have it. 



Anyone know where we can find about 
20 more Russell Powells ? ? ? 
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How to "Elim"the Russians in 1914 



by Geoff K. Burkman 



One of the major problems the Ger- 
man player has in an advanced game of 
1914 is what to do about the Russians 
on the Eastern Front, He must send a 
force that can defeat the Russians or 
at least hold their own, without neces- 
sitating the withdrawal of additional 
forces from the Western Front before 
the French, British, and Belgians have 
been bumped off. The Basic game has 
the German sending 6l points to engage 
the advancing Russian army. The de- 



cision the German player must make 
is whether to add to this number, in- 
creasing his chances against the Rus- 
sian armies but lowering his strength 
for use against the Allies, or by de- 
creasing his forces on the Eastern 
Front, adding bulk to his Western Army 
but lessening his chances for success 
against the Russian. The German must 
weigh the possible results with the pos- 
sible risks and then make his commit- 
ment. 



The following table presents the results of each option column in percentage 
format (with figures rounded off to the nearest whole unit): 



Factors sent to East: 



doubled losses 

'normal' losses 

static situation 

gain 50 VP's 

gain 75 VP's 

gain 100 VP's 

pass I turn 

pass 2 turns 

pass 3 turns 

pass 4 turns 



25 


45 


75 


110 


175 


245 


325 


14% 


11% 


8% 


... 


--- 


... 


--- 


25 


33 


31 


19% 


3% 


— 


--- 


11 


22 


22 


36 


25 


14% 


11% 


-- 


— 


6 


19 


19 


19 


36 


-- 


-- 


— 


8. 


19 


14 

3 

17 


22 

14 


33 


17 


-- 








17 


17 


17 


17 


17 


17 


17 


._ 





17 


_ _ * 


17 







Some of the results are surprising; 
for instance, you have a better chance 
to get 75 Victory Points by sending 175 
factors to the East than you have if you 
send 245 factors. Even more astound- 
ing- -you can send 75 factors to the 
East and the odds are that you will sus- 
tain no more losses than if you had sent 
only 25, and you have a chance to obtain 
50 Victory Points. It is my opinion 
that if you are the type who deals with 
all things in moderation, this would be 
the logical choice. 

But then there are other strategies, 
too. You could send the bare minimum 
to the Eastern Front, 25 factors. This, 
however, is a little too foolhardy- -you 
run the risk of even more losses to the 
Russians and you will have little to do 
with the extra units anyway; the front 
can become extremely crowded. On 
the other hand, you could send nearly 
your entire aimed forces to fight the 



17 



Russians. The object of this would be 
to get a large number of Victory Points 
in the East and hope you can hold what 
you've got in the West. This extreme, 
as is the other one, involves too much 
risk and chance--the odds are that you 
will get no more than 50 Victory Points 
and possibly will get nothing. Not only 
that, it might result in the loss of Metz, 
something that would scrap any further 
hopes for victory. Thus the hestanswer 
lies in moderation, using 75 or possibly 
110 factors in your Russian campaign. 
Please do not get the impression that 
I reject the possibility of using the ex- 
treme methods — there will always be 
the time it will pay off--and the German 
will be victorious, perhaps without even 
advancing into Belgium. It's an inter- 
esting thought. . . hmmm 

Geoff K. Burkman 
715 Myrtle Avenue 
Terrace Park, Ohio 45174 
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Belgium?- Never 

by Andrew P. Engebretson 

Lt. Carl F. Knabe has with his 
usual incisiveness laid his finger on 
the key to German success in 1914 in 
just one word; attrition. (The General, 
July 1968) 

For once, Lt, Knabe may not have 
gone far enough -- he suggests an 
ailout attack with 3/4 of the German 
army along the France-German border, 
while readying about 1/4 for a strike 
through Belgium. Delaying the thrust 
of the right wing is recommended be- 
cause, among other things, a corre- 
sponding delay in the entry of the 
British results. 

But why not go all the way- -ignoring 
Belgium and bringing the entire weight 
of the German army to bear on the line 
Longwy-Belfort? 

Obviously this approach avoids spot- 
ting the Allies the 30 points which they 
gain through a German invasion of 
Belgium and just as obviously the 
British entry is delayed until at least 
move 10. Less obvious, however, is 
the fact that the Allies are not bound 
by the rules to emulate their read-life 
counterparts in committing the bulk of 
the French army to a bloodily futile 
thrust into Alsace-Lorraine. Instead, 
subject to the vagaries of game varia- 
tion, the Allies are usually free to 
adopt a plan along the lines of "Plan 
Michel" (as they did in 1940 without 
calculating the effect of armor on the 
value of the Ardennes as a defensive 
barrier.); if forced to an offensive 
stance by game variation, they can 
quickly enough shift units to the North- 
west to correct matters. 

In short, by assuming the strategic 
defensive and relying on fortifications 
to hold a weak Cerman left wing, the 
Allies appear to be fully capable of 
frustrating the whole purpose of the 
Schlieffen plan, which was to turn the 
Allied left flank. The German's failure 
in this regard leaves him at deadlock 
with equal or slightly superior allied 
forces, as happened in the actual event. 
Dead lock is no use to the German; 
"tactical victory" likewise only leads 
to ultimate defeat in the war. Decisive 
victory is the only answer for the Ger- 
man and piling up victory points by 
seizing iron mines does not suffice, 
(Invading Belgium and Luxemburg gives 
the Allies 3 5 points, which obliges the 
German to amass 175 points to win de- 
cisively by that means, a most doubtful 
venture. ) 

The German alternative is Lt, 
Knabe 's insight pushed to its logical 
conclusion- -an all-out assault along the 
Longwy-Belfort line, while ignoring 
totally Belgium and possibly luxemburg. 
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Consider the following: 

1, It is possible for the German to 
mobilize 41 corps (25 active and 16 re- 
serve) together with 4 8-0-2 artillery 
brigades along the mentioned line, which 
consists of 18 squares, by sending the 
minimum of units totaling 25 value 
points to the east. The worst possible 
result in the east would eventually lead 
to a reduction of only 7 corps, which 
could be badly impaired, since a re- 
quirement of 12 corps going east can 
be satisfied by 5 corps of 2 cavalry 
divisions each and the balance in infan- 
try. The odds against this worst pos- 
sible result are remote; something like 
47 to 1 . 

2. With 41 corps, plus artillery, 
the Germans are able to attack every 
square on a front of up to 20 squares 
with battle groups of 2 corps each, 
which ideally should consist of one 
active and one reserve corps. Losses 
on the attack should be charged to the 
reserve corps, as they drop only one 
attack factor for each step lost. 

3* If on losing a step, the Allies 
retreat a unit, wherever possible the 
German should advance his unimpaired 
active corps into the vacated allied 
square. In this way, the allies are 
prevented from reinforcing the unit 
without pulling it out of the line, while 
at the same time the German can re- 
inforce his depleted corps on the next 
turn without making further adjustments. 

4. While defensively a French active 
corps goes to a higher rate of attrition 
with the loss of just one step, a German 
battle group can lose three steps before 
its combat effectiveness against 6-10- 
3 f £ diminishes. 

One could say more, but surely the 
reader gets the picture. It all adds up 
to one word- -attrition. 

It must be remembered that the 
German need not wipe out the entire 
French army in toe-to-toe slugging. 
It will be enough to continue the pres- 
sure until the allies come to the end of 
a turn and are unable to fill all of the 
gaps in the .line. At that point, the 
Allies are left with the choice of sub- 
mitting to a chewing up of the line by 
successive flanking of the segments or 
pulling the line together and allowing a 
final decisive flanking of the entire 
front. In the latter case, the German 
proceeds to drive for the rail lines 
(which are ALWAYS his operational 
objectives) well behind the existing front 
in order to achieve a decisive encircle- 
ment. 

All this might be moot but for the 
one technological advantage held by 
either side, the German seige artillery, 
The great mortars make it possible for 
the. German to grind their way through 
all, of the French fortress system. 
Generally, the German should begin at 
the wings and work toward the center. 



Fast-Play Jutland 



By Richard C. Giberson 

Some Barb will probably say "play 
the basic game", but no true nut plays 
the basic game of anything do they? 
Therefore, what follows is considered 
an advanced tournament game with all 
the optionals. 

My first experience with JUTLAND 
was played in scale time, the six maneu- 
ver and fire turns took six hours (real 
time) for the one hour to be marked on 
the record card. Even Jellicoe did not 
have it so bad. The question is -- what 
slows you down? The answers: 

1. Knowing which group of ships has 
been moved. 2. Knowing which ships 



Game variation might entirely deprive 
the German of this advantage but the 
odds against this are 19 to 1. The 
cards hold equal if not greater disasters 
for the Allies. 

Historically, the Schlieffen plan 
originated in Count Schlieffen's convic- 
tion during his incumbency as Chief of 
Staff, which ended in 1 91)6, that exist- 
ing German armament could not cope 
with the French forts. This judgment 
was borne out in 1914 when the Germans 
battered at Liege for Z weeks before the 
Krupp mortars came up on August 14 
and ended matters in 24 hours. The 
305's were available, on loan from 
Austria, as early as 1910, 4 years 
after Schlieffen's death. 

Thus in 1914, the Germans did have 
the means to come to grips with the 
French forts. It is a matter of record 
that Moltke realized as early as 1912 
that if the French lunged into Lorraine 
(per plan 17) then the whole Belgian 
adventure would be pointless for the 
French would be handing the Germans 
what they most earnestly sought- -the 
opportunity to close with and destroy 
the French army. But by 1914 the Ger- 
man military had, psychologically and 
politically, locked itself into the Schlief- 
fen plan. 

To return to our problem here, one 
can sum up by stating that the approach 
advocated seems to have the virtues of 
concentration of force and simplicity of 
execution. 

Comments and suggestions may be 
sent to; 

Andres P. Engabretson 

1497 Hythe Street 

St. Paul, Minnesota 55108 



have fired on a particular turn. 3. Look- 
ing back and forth between the ocean 
and your sheet to determine movement 
factors and combat factors for individual 
ships. 

Solution -- use a lot of little 1/2 inch 
square counters. The Table describes 
the counters and how they are used. 
With this system you can tell at a glance 
the situation On the board. 

That reminds us of the real time 
killer--lack of a board, Avalon Hill 
says the game is too big for a board. 
What they mean is they couldn't put a 
hig enuugh board in the box. All you 
need is abasement floor at least 13 feet 
by 13 feet (preferably higger). You then 
cover it with a checkboard linoleum. 
One problem of course is that the size 
of squares must be exactly the size of 
the movement factor. I am sure for 
about $200 you can get such a board. 
Now the next thing you need is a big 
electronic scoreboard which covers one 
wall of the basement (for those pikers 
who want to save money a large black- 
board will do). This scoreboard must 
contain every ship, its current move- 
ment factor and combat factor. Finally, 
you need a secretary to keep the score- 
board up to date. Now if you grow weary 
of the game you can take the secretary 
to the show—unless your married of 
course! 

COUNTER CODE 



TOP 

Numbers 
1 to 15 



Numbers 
1 to 14 



BOTTOM 



Numbers give cur- 
rent movement fac- 
tor. When the is 
up ship has been 
moved that turn. 

Numbers give cur- 
rent battle factor. 
When the x is turn- 
ed up ship has fir- 
ed on that turn, 



Each ship will need a battle counter 
all the time. Only Flagships needmove- 
ment counters at the start, but as ship 
movement factor s are reduced each ship 
would have one. Plastic trays with a 
number of compartments are suggested 
for storing the counters in some sort 
of order for easy access. 

Comments? I didn't think so. 14Z2 
Agnes, Richland, Washington 99352. 
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See How They Run . . . 



by Norman Beveridge, Jr. 

What is the most popular sport in 
the world? Soccer you say? No, for 
there is one sport which, draws more 
attention from more people that enjoy 
sports than all three types of football 
combined; Rugby, Soccer, and Ameri- 
can. That sport is auto racing. 

By far the best auto races are the 
road races, rather than the oval shows 
like Indy. And the best road races are 
on the Grand Prix circuit. And of the 
four classes of cars which race on this 
circuit, the Formula I surpasses For- 
mula II, Formula III, and Formula 
Junior (which are smaller cars). This 
is my subject for this article. 



No doubt most of you who bothered 
to read this are familiar with Avalon 
Hill's fine games of baseball and foot- 
ball. A few of you may have seen their 
Le Mans game, which I believe ranks 
with the other two. A little experience, 
enthusiasm, and a small group of people 
can turn the game into a gala simula- 
tion of the real thing. 

However, those few of you who own 
Le Mans know that the cars provided 
with it are dated, and are sports cars, 
which do not race in the Grand Prix, 
Therefore, I have done some research 
and calculated some approximate fig- 
ures for several F. T. cars: 







(gear) 


down 




car name: 


speeds: 


turns: 


shift: 


H. B 


Honda I 


18-I6-14-1Z-10-6 


2 


2 


8 


Honda II 


19-17-15-14-1 1-7 


2 


2 


8 


Honda IIA 


20-19-17-14-10-5 


2 


2 


8 


ATS 


21-19-16-13-11-9-6/ 


3 


3 


5 


BRP 


20-18-15-12-11-9-5 


3 


3 


e 


Ferrari V6 


20-18-16-14-11-9-6 


3 


3 


8 


Ferrari V6 


22-20-18-16-13-10-7 


2 


3 


7 


Lola 


18-16-14-13-10-5 


2 


2 


10 


Lotus 25 


20-17-15-13-11-7 


2 


2 


9 


Seiroeco-BRM 


19-17-16-13-11-9-6 


3 


3 


9 


Lotus Ford-A 


20-I7-15-1Z-10-6 


2 


Z 


e 


Lotus Ford-B 


19-17-14-12-11-7 


2 


2 


8 


Cooper Messaretti* 18-17-15-13-10-9-7 


2(3) 


2 


10 


Ferrari* 


17-15-13-12-10-6 


2 


2 


8 


McClaran Ford* 


16-15-14-12-11-5 


2 


2 


a 


BUM* 


19-16-14-12-11-9-4 


3 


2 


9 


Eagle* 


18-16-13-12-11-6 


2 


2 


8 


Repco- Brabham* 


17-16-14-12-10-7 


2 


2 


8 


Lotus BRM* 


18-15-13-12-11-7 


2 


2 


8 



(Those with asterisks (*) appeared 
in an earlier General. They are not 
mine but got me started on my research,) 
Note: The Cooper Messaretti turns 
red turns in second, and yellows in 
third. H. B. » hard brakings. 

Both the Le Mans and Monte Carlo 
courses are on the Grand Prix circuit. 
The following information is provided 
for those who find statistics interest- 
ing: 

1) On Le Mans, one kilometer is 14 
squares long. 



2) On Monte Carlo, one kilometer 
is 54 squares. 

3} One turn on Le Mane is 15 seconds 
long. 

4) One turn on Monte Carlo is 4 
seconds. 

Monte Carlo is obviously superior. 
I was not satisfied with just two courses, 
and have found it quite easy to copy real 
courses in any scale or design my own. 
However, the types of turns are quite 
inadequate, so I have added the follow- 
ing turns, ranging from slightest to 
sharpest: 



roll 


dry 
Pink 


wet 


dTy 
Green 


wet 


dry 
Blue 


wet 


dry 
BlacK 


wet 


1 


1-3 PS 
4-6 SC 


PS 


1-3 SO 
4-6 PS 


SO 


SO 


SO 


SO 


SO 


2 


SC 


SC 


SC 


SC 


1-3 PS 

4-6 SU 


PS 


PS 


PS 


3 


SC 


SC 


SC 


SC 


SC 


1-3 SU 
4-6 SC 


1-3 SU 
4-6 SC 


SU 


4.5,6 


SC 


SC 


SC 


SC 


SC 


SC 


SC 


SC 



1900 Variant 
for 1914 



One of the difficulties of the 1914 
situation, if not THE chief difficulty, 
was the large size of the armies in re- 
lation to the amount of front available. 
This was not always so. In 1900 the 
armies were muchas they were in 1914. 
The main difference was that they were 
considerably smaller. The 1900 Vari- 
ant reflects this altered situation. This 
is all it reflects. All other elements 
of the game are the same, 

CHANGES FOR THE 1900 VARIANT 
Initial Deployment: forces available 



FR 


ENCH 


GERMAN 


18 


6-10-3 


Zl 


7-12-3 


6 


6-9-3 


10 


5-10-3 


3 


2-4-3 


2 


3-4-2 


2 


6-0-2 


2 


4-4-2 


1 


1-2-4 


2 


2-2-2 


7 


(2)-l-4 


2 


1-1-2 






4 


8-0-2 






8 


(4J-3-4 



PS - pit stop 



SC- safely cornered 



SO=spin out 



SU=smash up 



BELGIAN: one 3-4-2 each in Namur 
gt Liege. Two 1-1-2's & one (2J-1-3 in 
Brussels. 

BRITISH: two 4-7-3's, one 1-2-3 and 
one (2)-l-4. 

The Germans may reduce 305 forts with 
their 210 artillery. They must roll a 
1 or 2. 

CONDITIONS OF VICTORY: The Ger- 
man marginal victory will now result 
in a draw. They must win a tactical or 
decisive victory in order to win, 
AH other elements of the game are the 
same. 

The above situation is not an exact re- 
creation of the 1900 situation as this 
would require too much re-design. It 
is merely intended to speedup the game. 



Pink and Green turns are easier than 
Yellow turns, and can be safely corner- 
ed one gear faster. Blue and Black are 
extremely sharp, and must be taken one 
gear slower. 

With these innovations andadditions, 
I have been able to develop this method 
of simulation into an extremely realistic 
duplicate to the Grand Prix champion- 
ship races, *and everyone who partici- 
pates finds it interesting, relaxing and 
enjoyable. Perhaps i£ you battle nuts 
(1 am a die-hard player myself) need 
some rest from combat you could take 
time to delve into this fascinating battle 
of wits and machines. 

Norman Beveridge, Jr. 

4822 Kingfisher 

Houston, Texas 77035 
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In a year of reading the General, I 
have seen many articles advising the 
German player in The Battle of the 
Bulge, but none giving hints on strategy 
lor the American player. I, for one, 
believe that playing the Americans in 
Bulge is every bit as exciting as play- 
ing the Germans and I offer this article 
to beginning American players of Bulge 
so that you may learn to say "nuts" to 
your German opponents effectively.. 

This is for Battle of the Bulge with 
all Tournament and optional rules ex- 
cept One Way Traffic To set up a 
strong defense, it is helpful to know 
the German objectives and the routes 
and timetable he must use to achieve 
them. There are five attack routes 
which the German can use; two in the 
north, the Elsenborn - Malmedy - 
Webermount route and the St. Vith- 
Vielsalm route: two in the center, the 
road to Houffalize - then north at EE 27 
and across to LaRoche or straight west 
to LaRoche route, and the Glearvaux- 
Bastagne route; and one in the south: 
the Diekirch - Martelange route. The 
game is divided into three separate 
time periods; Dec. 16-17; Dec. 18-21 
and Dec. 22 on. In the first time 
period, the German must breakthrough 
your line in force on at least one of the 
five attack routes; in the second period 
he must crack the Ourth River in force 
on at least one of them, and in the third 
period he must crack the Meuse and 
hold it. If you can deny him any of 
these objectives, you will beat him 
easily. 

In the first period, the Eisenborn 
route is the easiest to defend and few 
German commanders will make a 
determined attack there. I usually 
find the 2nd Division strong enough to 
holditalone. On the first turn I always 
send at least one unit of the 99th divi- 
sion to St, Vith and the rest to the 
mountain square which cuts the road 
between TT 10 and St. Vith, This 
makes St. Vith very difficult to take, 
but, if the German cuts the road first, 
you can still reinforce St. Vith by way 
of Malmedy from the north. When 7th 
armored division arrives, I always 
send at least one 7-4 to 00 15 and the 
heavy ground behind St. Vith and rein- 
force it with at least one unit of 1st 
division. This way you can hold out 
long, even after St, Vith falls, and 
eveTy engagements is an American 
victory. 

In the central front, you cannot 
defend the Houffalize road but I always 
pull 9th Arm/ CCA out of Diekirch on 
the first turn and put it in Bastogne and 
send the remainder of the 7th Arm div 
to hold the river crossing at EE 27 
above Hoffaliae and the remainder of 
1st div to hold the crossing in front of 
La Roche. You can be surrounded too 
easily trying to hold Houffalize but if 



Learn 
to Say, 
"Nuts" 

by David Bush 



you get a chance, build a fortification 
(1 don't use fortresses in this stage of 
the game because a doubled factor 
controlling 7 squares is more valuable 
than a tripled factor controlling only 
one) on EE 27 so that you can block 
Houffalize and still be able to escape 
north of the river. Your most crucial 

defense, however must come on the 
Clearvaux road and here you must sac- 
rifice units to gain time. Every single 
rough terrain square which controls a 
road is priceless. Clearvaux must be 
held to the death but I seldom put more 
than one unit in it since the German can 
surround and destroy two as Easily as 
one and the others are needed to cut 
roads. You must fight for every single 
road Space but try to prevent yourself 
from being surrounded. If you can hold 
out long enough for 10th armd to reach 
Bastogne your chances will he greatly 
increased. You must also hold the 
Wiltz road. In the south, try to free a 
unit of the 4th div to help block roads, 
and hold Diekirch. You will eventually 
be surrounded and eliminated but this 
will take the German several turns. 
You must be sure to keep the Germans 
out of Martelange until 10th Armd 
reaches Bastogne, however. 

The period Dec 18-21 is your most 
crucial defense and best chance to stop 
the German. Bastogne will be your 
first worry so I will treat it first. If 
your road cutters have done their job 
and 10th armd reaches Bastogne, you 
can put up a stout defense. The two 
7-4's of 10th Armd and the one of 9th 
Armd make Bastogne a tough nut to 
crack but if your road cutters have been 
blessed with an engagement or two so 
that 101st Airborn gets there too, you 
can make it impregnable. By placing 
the airborn troops and any remaining 
road cutters in stacks of one or two on 
the hills southeast of town and on the 
road square north of and adjacent to 
Bastogne with a unit of 8 2nd airborn 
holding the roads behind it, the German 
will not be able to surround Bastogne 
and will have to soak off against the 
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paratroopers and get 84 factors against 
the city to even get 2-1 odds. But if 
you accomplish this watch out because 

the German will quickly turn to attack 
you somewhere else. Thus you should 
strengthen your river crossings above 
Houffalize and in front of La Roche 
with 82nd Airborn and 9th Division. 

By this time your north line behind 
St. Vith will be crumbling audyoumust 
begin counter attacking, Stavelot must 
he held (you can use 30th Div) and any 
units you can spare from the south 
should be sent to Vielslm. Also a for- 
tification should be built on crossroads 
DD 24. 1 often use a platoon system 
here (Vielslm Road) with one or two 
units holding the road while a second 
group forms a second line behind them. 
When the first units are retreated, the 
second ones then are the blockers while 
the retreated units form a new line, 
If the enemy is advancing too swiftly, 
counter-attack! A 1-2 surrounded 
attack against strong Panzer stack 
offers a 207o chance of eliminating 
many enemy factors and even a contact 
or engaged is a tactical victory be- 
cause you force the German to fight for 
a square he otherwise would have had 
free. If you can keep the German out 
of Manhay and hold La Roche until 3rd 
Armored arrives on 21 AM he won't 
be able to crack the Ourth and you can 
beat him. 

1 have ignored the northern route 
because it is easy to defend and the far 
southern route because the German 
cannot supply it beyond Martelange 
without taking Bastogne. Nevertheless, 
if your opponent puts much strength 
against them you must block him. The 
object all along is to shift your strong- 
est defense opposite his strongest 
offense. 

If things go bad and the German 
take 3 the Ourth by the 21st, you prob- 
ably won't be able to keep him from the 
Meuse but you should continue your 
slowing tactics and hope your reinforce- 
ments and air power get a chance to 
stop him. But most important, you 
must attack his supply lines. As his 
panzers cracked the Ourth and begin 
their mad dash to the Meuse, he may 
have left pockets of resistance not 
quite isolated and you should attack 
Manhay or Bastogne with them. Even 
a 1-2 gives some chance of success 
and delays his advance. But if you 
have fought your earlier battles strong 
and hard the German may find himself 
running short of units at just the key 
time. Then you can tell him "nuts" 
with vigor, 

David Bush 

141 E. 15th Ave. 

Columbus, Ohio 
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"Simultaneous Hidden" Movement 



by Paul Perla 



I have placed the title in. quotes be- 
cause actually, movement under this 
system is neither totally simultaneous 
nor totally hidden. It is mare- or less 
a conglomeration of several different 
ideas, however I have found this to be 
a comparatively un -complex (notice, 
not simple) method of including simul- 
taneous and/or hidden movement in 
most AH games. 

As originally developed, I intended 
to use numbered counters to represent 
stacks, but as I didn't want things to 
get too involved, I decided to just turn 
the stacks upside down. (This is es- 
pecially effective in Blita with its many 
different sized unite.) But for those 
of you who are real fanatics with time 
and counters to burn, the first method 
is a much more fascinating way to play. 

MOVEMENT 

1) Movement is carried out by re- 
versed stacks or units, and is conduct- 
ed in phases, two phases to a turn. 
Player A moves his first phase then 
player B then A again then B. 

2) A unit or stack may move up to 
half its regular allowance per phase 
and may not carry over any unused fac- 
tors to the next phase. 

3) All other movement rules apply. 

COMBAT 

1) When a unit moves into the zone 
of control of an enemy unit, it must 
sto-p. 

Z) The player who moved into com- 
bat is the attacker and remains so in 
that battle for the rest of the turn, no 
matter what other movement is made. 

3) Once contact is made, the units 
that have contacted each other may not 
move until the next phase. 



COMBAT PROCEDURE 

1) In the first phase, Blue moves 
into contact with Red, becoming the 
attacker. Neither side may move these 
units during the remainder of the first 
phase. The strength of the units re- 
mains concealed. 

2) Before the second phase begins. 
Red (defender) rolls die if he wishes to 
break contact. If he rolls a I or 6, con- 
tact is broken, and he may move his 
units in the second phase. If not, the 



battle becomes an engagement. 

3) Now each player is permitted to 
bring up more reinforcements during 
the second phase, with blue remaining 
the attacker. Battle may be divided 
according to the rules of the game. 

4) Combat is resolved at the end of 
the turn, with each aide revealing Lhe 
strength of their units for the first time 
in the battle. 

5) Second phase battles are carried 
out in the same maimer, and they are 
also resolved at the end of the turn. 



GENERAL RULES 

1) Hidden units within 2 squares of 
an enemy unit at the end of a turn are 
revealed as long as they stay "within 
two squares of an enemy unit, Re- 
vealed units however are concealed 
when moving until they stop two squares 
from an enemy unit. 

2) All game rules not affected hy 
these modifications remain in force. 
(forests, mountains, etc. ) 

Although not the best system to use 
this does provide a rather simply -com- 
plex method of adding these factors to 
a game, and it is not necessary tn use 
both simultaneous and hidden rules at 
the same time. Any questions you may 
have or any suggestions on how to im- 
prove this method are welcome. Ad- 
dress all correspondence to: 

Paul Perla 

7205 Schley Court 

Pittsburgh, Pa. 15218 



Wellington's 
Waterloo 1 

(How to Lose a War in a Single Day) 

by Tom Storslee 

A soft breeze blew from the west at 
the small town of Waterlou, The warm 
earth glowed with the heat of the after- 
noon sun. But the village which was 
usually knownfor its drowsy atmosphere 
today vibrated with the news of Boney's 
Coming. A soldier on a lathered horse 
raced through the cohblestune streets 
and pulled up in front of a red brick 
inn. The rider leaped from the saddle 
and burst through the door. 

But this was no ordinary inn for 
housed within its humble walls was the 
Duke of Wellington who had established 
headquarters there. The Duke was in 
the midst of his afternoon tea (imported 
of course) when a rude knock pounded 
at his door. The messenger, for such 
he was, was let into Lhe commander's 
pre sence . 

"Quatre Bras ha9 fallen! The sur- 
viving troops are routed. Most of the 
Prussians are destroyed, The war is 
lost!" 

The Duke's face whitened and then 
flushed in rage. The messenger saw 




a struggle within Wellington to compose 
himself, 

"What do you mean Quatre Bras has 
fallen? How did it happen?" 

The following is roughly what the 
messenger should say: 

Quatre Bras is the key point of the 
whole terrain. It's early fall would 
mean allied defeat. Quartered at the 
northeast corner of the French occupied 
city of Gosselies was the cavalry and 
horse artillery of the French totaling 
seven factors. This force was moved 
along the northern primary road toward 
Quatre Bras. With the road bonus this 
force reached the square circled in the 
diagram. (It is the road and slope 
square.) This strategic position taken 
during the first turn completely des- 
troyed the natural defenses of Quatre 
Bras. The zone of combat and the woods 
prevented the PAA forces from moving 
to the hilltop square (labeled X in the 
diagram). Because of the lack of suf- 
ficient troops the PAA forces could not 
hold the area without the doubled de- 
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What I am offering here is a radical 
opener for the German commander in 
Bulge, For the most part it is baaed on 
the percentages for its success, and 
with the right throws of the die the 
American player will be left in utter 
desperation. For those of you who 
play by mail and dun't feel that LhePBM 
odds chart gives you a fair chance, 
here is a suggestion. Use the same 
stocks figure that you would for PBM, 
but instead of using the last digit, take 
the whole number and divide by six. 
Then the remainder will be the throw 
of the die; no remainder means the 
equivalent of a toss of six. This way 
the regular results table can be used. 
The following is my suggested lineup 
of attacks, in the prescribed order. 
You may add or drop at will. 



fense factors. If all PAA troops were 
concentrated to hold this area, they 
could be attacked from behind by a 
cavalry charge (30 to 40 factors) that 
originally feinted an assault at Tilly. 

This plan would work only if the 
commander was bold and reckless. All 
French troops had to back the frontal 
attack vanguarded by seven cavalry 
factors. The seven factors were wiped 
out but by the second turn the French 
were entrenched in the hilltop square 
(marked X) and Napolean could proceed 
to destroy the PAA resistance at basic 
odds. 

HERE ARE THE STEPS FOR A SURE 
WIN: 

1. Place the seven cavalry factors 
in position on the first move. 

2. Back up with forces that can 
reach position X by second turn. 

3. Feint at Tilly with cavalry (30 
to 40 factors) then turn toward Quatre 
Bras. (This will cither occupy the 
Prussians or tie up troops to defend 
the Quatre Bras rear, ) 

4. Always attack at least 2-1 odds 
and defeat PAA by sheer numbers and 
fierceness of attack. 

I guarantee this plan to work. The 
seven cavalry factors are usually lost 
but it is made up later with the baEic 
odds. Move fast and the PAA rein- 
forcements will be useless. The game 
should be won before the entrance of 
the Prussians. 



Radical Opener - Bulge 

By Joseph W. Saunders 



#J. 167 Inf. Div 



VV30 



JH 


276 Inf. Div 


UU30 




352 " 


TT30 


#3. 


5 para Div 


RR28 




562 Inf. Reg 


QQ28 




Lehr Pz Gr 


MM 




7 Pz Reg 


Mil 


M. 


13, 14 para Reg 
406 Pz Gr 


PP27 

1 Ml 




17 Pz Gr 


PP26 




312 Pz Reg 


lltl 




150 Pz Brig 


lilt 




15 Para Reg 


GDZ6 




L,ehr , 1 , Z 


mi 



#5. Z3, 24.561 Inf. Reg TT15 

153,553,554" " SS15 

#6,9SSDiv TT11 

52, 123, 124 Inf. Reg UU10 

51,679, 680 " " UU 9 

36,915,916 n ii TT 9 

§7.2 SS Pz Gr UU13 



#8.35 Inf. Reg 


SS 9 


8 Pz Reg. 


0022 


154 Inf. Reg 


0023 


Peiper 


PP19 


4,310 Pz Reg 


QQ17 



One uut of three times with this of- 
fense the Amis will be foolish even to 
try to hold St. Vith, unless they don't 
want to see a regiment or two anymore. 
Peiper and the 4 and 310 Pz serve their 
purpose on the first turn by protecting 
several spaces, and then in the second 
turn they are available to displace the 
defender on 0017. If the Germans have 
been lucky, (2 of 6), on the 5-1 attack, 
they will either have the hill at QQ 1 3 
or he next to it. Either situation is an 
enviable one, and it is well worth the 
one out of six risk of an exchange for 
the fortress. But there is a one of two 
chance that the Elsenborn-St. Vith road 
will not be cut by that battle, so a 1-2 
is necessary to the north. If you think 
about it, an attack onNN25 is not really 
necessary, for only an advance of one 
space would be allowed anyway.' There- 
fore, save this attack and place one 
unit each on 0023 and 0022 to deter him 
from taking up position near there, I 
use attacks 3 and 4 to eliminate my foe, 
The 8-1 is better against ( the 109 Reg 
because there is no exchange there. 
Furthermore, an attack on the 8 Reg 



vs li, 16 reg. 1-2 



reg. 2-1 



9 CCR 7-1 



109 reg 



422 reg 



8-1 



3-1 



14 eav 5-1 

423 reg 1-2 

393, 395 reg 1-2 



does more than just cut off the 4 Divi- 
sion; there is a good chance to trap a 
regiment there in an engagement, and 
then surround it next turn. As soon as 
Monschauis free, infiltrate one to three 
regiments through the woods there. 
One is enough, for it forces the foe to 
cover it with at least one unit. He can 
ill afford this one to one coverage. Use 
this same maneuver SW of Marteiange 
and in the woods between Houffalize 
and Vielsam. The Americans' fear of 
being outflanked will force a move on 
his part. One further piece of advice, 
probably well known, is that most of 
the German Panzer strength should be 
pooled near Houffalize early in the 
game and then directed toward the weak 
point that is observed. 

For the sake of American players, 
well placed fortresses can mean the 
difference in a close game. A fortress 
on the road slightly to the east of Marte- 
iange will serve as a capable roadblock. 
Its placement is determined by a care- 
ful study of the condition in the south. 
Since the main drive of the Germans 
heads NW after passing Bastogne, and 
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the road situation deteriorates [or them, 
use the fortress again. But an import- 
ant observation must here be made. 
Between Bastogne and Rochefort, Bas- 
togne and Marche, and Bastogne and 
Hotten, there is not one road by which 
German units may travel laterally, that 
is maneuver easily. To the NE of that 
only two short lateral roads exist. 
Haven't you ever been the German play- 
er and found the pace of your attack 
slowing down west of the Ourthe River? 
Now you know why - no lateral roads to 
maneuver on. Therefore, it is the wise 
American player who uses fortresses 
to block the roads. The first blocking 
fortress should be built on DD3 1 . But 
you ask why not on Bastogne. Well, 
build one on Bastogne later, but DDJi 
is more a hindrance ta the movement 
of troops north of Bastogne. To cover 
the road to La Roche, place a fortress 
on BB29; since he can not cross the 
river, he might be pressed to attack 



the fortress, garrison it with a 7-4, 
Then comes the "Wall", When the 7 
Armored comes in, stop the CCR at 
DD2 5 to build a fortress. Then build 
fortresses at CC2&, BB27, La Roche, 
Y29, Y30, and maybe Y31. Two regi- 
ments of the airborne should be used 
to build part of the "Wall". GG20 and 
GG2 1 are also good spots for fortresses. 
A fortress at Y38 will help to cover 
the south flank. And if the decision is 
in doubt, place a fortress at Yl9. But 
the real big stopcock should be built in 
the beginning at JJ23 and 1124, with a 
unit on the hill at 1122 to guard the river. 
The best counterattacks for the Ameri- 
cans will take place on Lhe northern 
flank of the Germans, as far east as 
possible, but watch out for the entrap- 
ment there by breakthrough German 
troops near Manhay and Aywaille. All 
comments and criticism should be sent 
to Joseph W. Saunders, 3708 Yuma St. 
NW, Washington, D. C. 20016, 



Yes, a German Victory in Stalingrad 



by Ron Salcedo 



Contrary to what the Stalingrad Bat- 
tle Manual says, a northern campaign 
in Stalingrad can be quite productive. 
This can be done as follows: 

On the presumption that your oppo- 
nent uses a setup slightly similar to the 
AH one in the Battle Manual, you should 
set up your 6 most powerful Panzer 
Corps in stacks of 3 north of Warsaw. 
Also put the bulk of your Infantry south 
of Brest Litovsk. Stack your 3 6-6-6's 
south of Warsaw and put as many Ru- 
manian forces as possible in Rumania. 
Also, put the full 8 combat factors in 



Finland to assist the Finns. 

On the first turns, the Panzers north 
of Warsaw should attack the flank of the 
Bug River, moving towards Brest Lit- 
ovsk. Infantry, at the same time, 
should hit the Nemunas at V-19 and at 
Kaunas, with 1-1 and 1-2 odds. If the 
possible loss involved is not too great, 
attack Brest Litovsk with infantry only 
at the best odds, even before the Pan- 
zers get there. In the south, the re- 
maining Panzer and Panzer grenadier 
forces should take Lwow and in the deep 
south, a bridgehead across the Prut 
should be established. In Finland, fight 
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delaying battles. 

As soon as Brest Litovsk falls your 
powerful Panzers should wheel east 
and take Minsk, The infantry should be 
up to the Divina and if they were lucky, 
might even have a bridgehead. In Fin- 
land, retreat towards Helsinki, tying 
up as many Russian units as possihlc. 
In the deep south, the Rumanians should 
form a defensive line on the Dnestr 
after crossing the Prut. The German 
forces should move North, between the 
marshes and the northern end of the 
Southern Bug. They should then move 
on Kiev, 

As soon as Minsk falls, your power- 
ful Panzers should turn north, crossing 
the Divina and advancing towards Lenin- 
grad. The remaining forces should get 
as close to Smolensk and Moscow as 
possible without overextending them- 
selves. A defense line should then be 
established running from the swamps 
south of Lake llmen to the Pripyat 
Marshes, In the south, Kiev should be 
taken and your Panzers must move on 
Bryansk and Orel, thus forcing the Rus- 
sians to fall back to a line running 
roughly from Smolensk to Orel or 
Kursk. Establish a defensive line from 
Kursk to the Crimea. 

Your advance on Leningrad will be 
quite hard to stop due to your powerful 
armor concentration. Take reinforce- 
ments away from the north, if possible, 
by threatening elsewhere. With proper 
handling of your forces you will capture 
Leningrad by late '4 1 or early '42. 
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By now the Finnish campaign will 
most likely be over and regardless of 
the outcome there should be little or 
no Russians left, in Finland. After giv- 
ing Leningrad a proper garrison, cross 
the Volkhov or else the Svir, whichever 
is easier. The infantry should drive 
as close to Moscow as possible and then 
establish a defensive line along the 
Volga area. Meanwhile, the Panzers 
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and the remaining infantry should cross 
the Kolp and then hit the Volga in the 
Yaroslavl area. 

While all this is going on, what is 
happening elsewhere? Your other Pan- 
zers should cross the river at Orel and 
cross the Oka south of Vladimir near 
the Moscow-Stalingrad railway. These 
movements should push the Russians 
back from Smolensk to the Ugra, thus 
shortening your defensive line in front 
of Moscow. Maintain the defensive on 
all other fronts unless you get a lucky 
break. In that case, move towards 
Stalingrad. 

Now you must decide whether to at- 
tack Moscow from the east, or starve 
the Russians out. This decision de- 
pends on the Russians strength. Mos- 
cow must fall before August of 1942 to 
give you a good chance of winning. 
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After Moscow falls, advance down 
the Railway towards Stalingrad. Now, 
there are no defensive strongpoints due 
to poor terrain. This advance will force 
the Russians back from their defensive 
positions near the Sea of Azov. Now 
you simply fight a battle of annihilation 
until the Russian, surrenders or until 



your conquering 
ingrad. 



armies enter Stal- 
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Ronnie Salcedo 

78 Charles Street 

New Rochelle, N. Y. 10801. 





1, too, have run into the uninitiated' a 
normal reaction to the first contact 
with wargaming. But I immediately 
attempt to point out that wargamhig is 
merely a mental exercise, only using 
a medium which is a little less common 
then the Scrabble board or chess. Why 
do you insist on trying to defend your- 
selves in other ways? The problem 
now is that some people have be^un to 
take it all too seriously. Most of these 
quasi-military clubs are stark, raving 
ridiculous. How can high school and 
college students possibly pretend to 
give each other ranks and address each 
other as if in the service ? I think it's 
childish, 1 engage in the games to 
both meet people and to pit my mind 
against theirs. What fun is there in 
playing a game by mail with someone 
who never writes? I'm not looking for 
a win on the won-loss record; I'm look- 
ing for a challenge and a friend, win or 
lose. . . . 

K, T, Hoffman 

266 Carroll Street 

New Bedford, Mass, 02740 



The following a rebuttal to Mr. Guthrie's 
provocative letter (Vol. 5, No. 2) on "lack of 
freedom" within the wargaming world. 

When 1 read your letter to the editor 
I.really couldn't quite believe you were 
serious. How can these supposedly 
totalitarian wargaming clubs force you 
to be a member of one of them? How 
can they possibly make all wargamers 
join? The only way one could do so 
would be to be more beneficial to the 
wargamer than the other clubs. Total- 
itarian? With a little investigation, 
Mr. Guthrie, you would have found out 
that SPARTA and Aggressor Home- 
land elect their leaders. Boldland has 
just merged with IFW which elects its 
leaders. I have no information on Big 
Army, but would not be surprised if it, 
too, elected its officers. If there is a 
pattern to be found among these "total- 
itarian" clubs of yours it is a pattern 
of democracy. 

One of your main points was that 
the totalitarian clubs you mentioned 
were conspiring to deny wargamers any 
choice in their hobby. This is com- 
pletely lucicrous because the clubs you 
so loudly condemn offer choices to war- 
gamers, not deny them. We now have 
the full range of clubs, from the war- 
mongering ones to ones devoted solely 



to the providing of services for their 
members. And there is always the 
option of not joining any club at all. 
You couldn't ask for more choices than 
these, and choice is a good definition 
of freedom. 

You made the charge that a certain 
neutral club (you mean SPARTA) sub- 
verted Aggressor Homeland. You go 
on to say that the leader of Aggressor 
Homeland is a high-ranking member of 
SPARTA, and then insinuate that he 
subverted Aggressor Homeland so as 
to gain control of it from the outside. 
Again, had you investigated to uncover 
the truth of the matter you would have 
found out a number of illuminating facts. 
I am the leader of Aggressor Homeland 
that you speak of. 1 was a long-time 
member of Aggressor Homeland before 
I had even heard of SPARTA. I com- 
manded the entire Army of Aggressor 
Homeland at the time I joined SPARTA. 
And, finally, the leader of Aggressor 
Homeland at that time, Victor Gervol, 
gave me the leadership of the club when 
he retired. I will supply a photo-copy 
of his letter to me if you would like 
one. Can't you imagine a person being 
in two clubs at once and not trying to 
harm one or the other? Are you that 
narrow-minded ? 

But it was in your final proposal 
that you really surpassed yourself. 
You demanded that Avalon Hill not 
print the advertisements from the clubs 
you mentioned in the GENERAL. Yes, 
you really want to let the wargamers 
enjoy their freedom. We certainly are 
lucky that you are here to keep us from 
tailing prey to those clubs. Democracy 
jvould be too much for us to handle. 

Bruce Sullivan 

7873 El Dorado Plaza 

Long Beach, Calif, 908(18 



Dear Sirs: 

Concerning your article by Mr. Sea- 
right (July-Aug. 68} I think it is com- 
pletely absurd. Even though he is right 
about the ignorance surrounding nuclear 
development, I don't believe he is right 
in brushing off the atomic threat as 
"trash. " We now have more than 
enough nuclear weapons to destroy the 
whole world. I think it is high time 
for some cool straight thinking. No 
ignoring or panicking about this prob- 
just cool middle of the road thinking 
will solve it. 



Stephen Woodruff 
John St. Ext, 
Westerly, R. 1. 02891 



THE GENERAL 

Dear Sir, 

la an effort to improve the quality of 
the General, AH requests the bi-monthly 
contest entrants to name the headlines 
of the three beat articles in the issue. 
Choosing the three is a chore, because 
it is often difficult to find three well 
written columns. Too frequently the 
readeT finds misspelling, incorrect 
word usage, illogical construction, and 
poor punctuation. Regardless of con- 
tent, many of the articles are quickly 
thrown together and not proofread be- 
fore they go to AH. This must not con- 
tinue. 

Occasionally your staff is guilty of 
these errors. In any case it is the job 
of editors to edit. Obvious mistakes 
in copy should be corrected by the staff 
before publication. Notations to that 
fact should be made after the article. 
One way to improve the quality of the 
work in general is to require the dis- 
closure of the name of each author. 
Anyone with any pride will be loath to 
sign his name to an inferior product. 

Contributing writers should use care- 
ful, precise wording. A dictionary, 
thesaurus, or synonym finder is help- 
ful in selecting the exact word for its 
meaning. For improvement of style, 
the writer should consult any of the good 
English composition manuals. The best 
one is probably Strunk and White, The 
Elements of Style. 

A useful method for theme writing 
follows. It is not easy, but the toil is 
worthwhile if it improves the General, 

(1) Briefly outline the points to be 
made. 

(2) Do all necessary research. 
Check your facts, and where the material 
is not common knowledge, note the 
source. If you propose to alter a rule, 
you should be able to defend the change. 

(3) Write the first draft quickly to 
develop the main ideas. Do not waste 
time on grammar and form so long as 
you know what you mean. 

(4} Completely rewrite the first 
draft. Choose your words carefully, 
and use them sparingly. 

(5) Set the paper aside for a day or 
two. When you come back to it your 
mind will be fresh and alert to detect 
mistakes. If the narrative flows smo- 
othly and logically makes its points, the 
essay is almost complete. Proofread 
for punctuation and spelling. If you have 
the slightestdoubt about a spelling, look 
it up. 

(6) Type the final draft, reserving 
a carbon copy for yourself so you know 
what you have submitted. 

(7) Proofread. Proofread. Proof- 
read. Good writing. 

Eric Shimer 
Illicer's Mill Road 
Bethlehem, Pa. 18017 
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Official Avalon Hill Game Clubs... 

The clubs listed below supplement the initial listing marie in the Jan-Feb 1968 
issue. Due to space limitations, we have not repeated any prior listings although 
many have forwarded us updated information. The purpose of this listing is simply 
to provide basic information to those readers looking for new clubs. 



CLUB 

South Alabama Directorate of 
Inter-Collegiate Strategiests 
1371 Ridgewood 
Mobile, Alabama 36608 

The Galactic Empire 
5756 East Seventh Street 
Tucson, Arizona H57 11 

The Great General Staff 
5723 S. Kenwood 
Chicago, Illinois 60637 

East Horizon 
1403 E. 77th 
Indianapolis, Indiana 46240 

l6t Shock Army 

7611 Riverdale Road #315 

New Carrollton, Maryland ZQ784 

Dual Monarchy 
2713 Urbana Drive 
Wheaton, Maryland 

Wargamers Club of America 
52 Gray Street 
Boston, Massachusetts 

Panzer Lehr 

R, D. #3, Box 139 

Battle Creek, Michigan 49017 

The Voltiguers (SAC) 
16502 Grays Bay Blvd. 
Wazata, Minnesota 55391 

4th SS Volksgrenadiers 

141 Pine Road 

Briarcliff, New York 10510 

Stonewall Brigade 

P. O. Box 763 

Newbern, North Carolina 28560 

Imperial Guards (SAC) 
5712 Wells Circle South 
Ft. Worth, Texas 76114 

Royal Guards 

147 Bloxom Drive 

Newport News, Virginia 23602 

A. H. Portuguese Club 
Av, Duque de Avila 
Lisbon, 
PORTUGAL 



MEMBERSHIP 



a select few 



Michael Nicholson 



James Pulsipher 



John Kuechle 



James Anderson 



Stonewall 



Bill Gray 



Steven Seefeldt 



Antonio Calcada 



11 



PRESIDENT 



Pat Knapp 



Phil Pritchard 



Mark Zumpher 



Duane Clark Fiant 



Patrick Otero 



T. F. Morin & 18 

Robert Hoess 



26 



10 



11 



12 



8 



"1 
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Club Registration 

All Avalon Hill clubs are urged lo 
register officially with The General. 
Those who have registered previously 
need only to complete the form in the 
eve [it uf an address change . 

Club Name 

Mailing Address 

Name of Newsletter or Mag. (if any) 

Total Membership 

President's Signature 
(Check One}: 

_ This is a first time registration 

This ia an address change registra- 
tion, 

Don't forget to vote on what are the 
three best articles of this issue... re- 
cord your votes where provided on the 
Contest Entry blank. 



Subscriber Discount... 

The Coupon shown below is for the bene- 
fit of the lull-year subscriber. As soon 
as you have accumulated 4 such cou- 
pons, 1 each from this and succeeding 
issues, you are entitled to a $1.00 dis- 
count applied to the purchase of any 
Avalon Hill games, parts, play - by - 
mail equipment and the General. 
Here's how it work s 

Each coupon is worth 25f . But one 
coupon alone does not entitle you to a 
25<f credit. You must accumulate 4 
different coupons before taking advant- 
age of the $1.00 credit. When you have 
accumulated 4 coupons, then you clip 
them all together and send them in with 
your order for an Avalon Hill game. 
When ordering in this manner, you 
simply send us a check or money-order 
for $1 . 00 leas than the usual retail value 
of the game. 

25^ 25^ 

SAVE THIS COUPON 



i 



THE GENERAL 

OPPONENTS WANTED ADVERTISEMENT 

Please print or type your advertisement on the spaces provided below, maximum 
(including your name and address) 35 words per ad. 




GOOD TOWARD THE PURCHASE 

OF ALL AVALON HILL 

PRODUCTS 

SEPT- OCT 1968 

,ai555!S?SE5E5E5552SH55EJSiSJ52E5S"LfflSBES!S!5H5iSJS!sS 



8 



io 



11 



12 



T3 



14 



IS 



16 



17 



22 



23 



24 



18 



25 



19 



26 



20 



21 



27 



28 



29 30 31 32 33 34 35 wo«d« 

All ads are inserted as a free service to full-year subscribers. Only one ad per 
subscriber per issue is allowed. Ads will not be repeated from issue to issue, 
however, subscribers may re-submit the same ad, or new ads, for each succeeding 
issue. Ads received after the 15th of the month preceding publication will appear 
in the following issue. No ads will be accepted unless printed on this form. 



Contest No. 27 



The IBM 360/30 computer, having just gotten over the indigestion it received 
from AH' s last survey, is now ready to give it another go. Contest winners will 
be picked at random, the offer of a gift certificate an inducement to get another 
large response. 

The Best of the Best 

The purpose of this survey is to better ascertain exactly which areas uf tactics, 
strategy.and playability make for games thit are fun Lo play. For each group, assign 

"3" to your preference, "2" to your 2nd 



choice, "l' r to your third choice. When 
there are only two choices to a group, 
use numbers "3" and "1". 
ZONES OF CONTROL: 



HIDDEN MOVEMENT 



Full tones of control (Stalingrad) 
Partial zones (Gettysburg) 
No zones (1914) 



As in Gettysburg 

As in Guadalcanal 

As in 1914 (upside-down counters) 



RETREATS: 



GRIDS 



Square Grid 
Hex Grid 



Allowed thru normally blocking 
terrain 

Not allowed thru blocking terrain 



STACKING 



MOVEMENT: 



Consecutive 

Simultaneous (in experimental 
stage, only) 



Name 



One Unit maximum (Tactics II) 

Stacked according to Units (Stalin- 
grad) 

Stacked according to combat factors 
(Waterloo) 



' Headlines of 3 Best Article 



Addres s 
City 



State 
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AH Baseball Team Cops Crown 




COMBAT RESULTS METHOD: 


VICTORY CONDITIONS; 






Basic system (Stalingrad] 




Conditional elimination (Stalingrad). 






Substitute Counter reduction sys- 




Point system (1914) 






tem (Blitzkrieg) 










Step-down reduction system (1914} 




Territorial objective (Bulge) 1 






Written reduction Pad system 


COMPLEXITY LEVEL: | 






(Guadalcanal) 








EHm-Engaged-Retreat system 
(Bulge) 




Tactics II | 


DIRECTION OF RETREAT; 




Stalingrad 1 






Dictated by winner 
Dictated by loser 




Blitzkrieg 

1914 1 








AIR POWER; 1 


ISOLATTON & SUPPLY: 




D-Day 1 






Replacement City system (Stalin- 
grad) 




Bulge 1 






City Bource system (Blitzkrieg) 




Blitzkrieg 






Supply quota system (D-Day) 


ROUGH TERRAIN FACTORS: 






Line of supply system (Bulge) 

Supply Counters system (Afrika 
Korps) 




Combat factors added to defender 
Combat factors subtracted fromat- 






tacker 


ARTILLERY: 




No effect 1 






1914 system 


LUCK ELEMENTS; 






Guadalcanal system 




Die roll using 1 die 1 






Gettysburg square -grid system 




Die roll using 2 dice 






Waterloo system 





No dice — use matrix system 

(Football Strategy) , 
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For the second straight season, the 
Avalon Hill baseball team took top 
honors in the Baltimore Unlimited 
Baseball League. A 6 to victory in 
the final playoff game assured them 
the top spot and an invitation to the 
Mar /land State Tournament finals. 

With essentially the same personnel 
as last year, but with a new look in the 
pitching corps, the locals beat down 
the pressure that had been applied by 
the rest of the league in their efforts 
to dethrown last year's champs. 

"The road was much tougher this 
year, "relates manager Tom Shaw. 
"When you're king -pin, all the other 
teams are out to get you. Consequent- 
ly you face their best pitching game 
after game. " 

"As a result, the team batting aver- 
age was down over that of last year. 
Currently, we've only got two . 300 
hitters and they're both pitchers." 

When asked what the team did spe- 
cifically to overcome such pressure, 
Shaw replied, "we had to dig deep into 
oar bag of tricks to stay one step ahead 
strategically. " 

"For example; whenever we had a 
situation where there was less than Z 
out and baseranners at first and third, 
we always attempted the delayed 
double- steal. .. regardless of the speed 
of our baserunners. What was the 
opposing team to do in this instance? 
If they threw to second to get the run- 
nel, our man on third usually made it 
home before the relay. But usually, 
no attempt was made on the man at 
second. Thus, we've set up a 2nd and 
3rd base situation which negated the 
possible double-play. By the time the 
other team catches on to these tactics, 
you're through playing them for the 
season. " 

"And, too, we haveahome diamond 
tailor-made to our attack. Our short 
right-field fence is bui!t-to-order for 
our left-hand pull hitters, and our 
'right-hand late swingers. It can work 
both ways, so I was careful to instruct 
our pitchers to pitch the right-handers 
tight and the left-hander's outside. 
This way, most of the opposition hits 
would land away from the right field 
sector. " 

"That's all I'll tell you now; we 
still have the tournament coming up. 
We were runners-up last year, so I'm 
reserving our surprise strategy for 
these games. 

Avalon Hill will have its work cut 
out for them. Since the tournament 
features only those top teams from other 
leagues around the area, its back to 
Baseball Strategy far a refresher 
course for Manager Tom Shaw and his 
coaching staff. 
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Our thanks to the 1.000 plus entrants 
to Contest #2 5 giving us your survey 
preferences. The 10 prize winners 
picked at random have 'been sent gift 
certificates for AH merchandise. 

Gift certificates have also been sent 
to the following "authors" for their out- 
standing articles in last month's issue 
of The General. Heading the list is 
Carl K. Knabe II for Belgium - When?, 
followed by Jarcd Johnson's Peace-In, 
Alvin Files' Togetherness for the Con- 
federates , Sidney Trevethan's On Stra- 
tegic Defense , and Richard C. Giberson's 
Jutland Play- by- Mail. 

Continuing our benevolent mood, 
we've also sent gift certificates to the 
10 winners of Contest #26: Robert 
Cwinn, San Francisco; Manuel Guarinna, 
Mexico City; Tom deShong, Washington, 

D. C. ; Gordon Brever, Kansas City, 
Mo, ; Gary Smith, SaaFrantieco; James 

E. Devoe, Littlestown, Pa. ; Howard 
Kingamon, Dallas, Texas; Brenton 
Anderson, lawa City, Iowa; Charles 
Cartright, Miami, Fla. ; and Nelson 
Doinger, Chicago, Illinois, 

Here is a TIME -SAVER suggestion 
by Jay Bennett, Wyndmoor, Pa., for 
all players of 1914 who find writing 
and planning mobilisations troublesome 
using the current system. The only 
necessary equipment is two boards of 
the Football Strategy or Midway or 
Bismarck type. You merely stand them 
up on their edges and use them as 
screens. One board has its joint locat- 
ed Dn square GG-26; one edge runs 
north along the GG column; the other 
edge runs southeast from square GG-26 
(along the Franco-Prussian border). 
The other board is placed with its joint 
at MM- 32; one edge runs south along 
the MM column, the other edge runs 
southeast from MM - 32. With Lhe boards 
placed thus, both players can mobilize 
at the same time by placing their units 
in their positions on the board without 
using the cumbersome mobilization 
charLs since neither player can see the 
other's side and the screening boards 
run along the borders where no one is 
permitted to place troops, 

Still there are two problems: one 
square MM-37, which is completely 
German territory, is blocked by the 
screen and, in the north, the German- 
Dutch border can be seen. If the Ger- 
man player wishes to place units in 
these areas, it would be best to make 
a notation of the squares and units. 
Still the method should prove to be a 
great time- saver in the time- consuming 
step of mobilization. 



Congratulations to Mark Rudolph 
(east) and Richard Rubin (west) prize 
winners in P. O.W.'s 4th annual PBM 
tournament. A total of 15 prize winners 
were announced by the publicity man 
for the tourney, the only to- sponsored 
competition held in the wargaming 
world. Kudos to the Pennsylvania Or- 
ganized Wargamers and Aggressor 
Homeland for bringing this type of com- 
petition to fruition. Plans for next 
year's tourney are being formulated at 
their HQ, Box 280, RDfi, Say re, Pa. 
18840. 

"Join the common market," asks 
Bill Dobbins whose organization is will- 
ing to act as mediary for all territorial 
claims. A newsletter @ 50^ a throw 
will inform subscribers on all "the 
action and odds and ends." Queries 
received at 18090 NW Avalon Drive, 
Portland, Oregon 97229. 

New club registrations get stranger 
and stranger. Latest to enroll is The 
Galactic Empire. .. boasting not one 
magazine, but two: Spacelanes and 
Galaxian, not to mention a 20-page 
Manual of The Galactic Empire edited 
at 5756 E, 7th Street, Tucson, Arizona 
857H by Paul Pritchard, Sirius Sector, 
Prefect of Centarus , Sol III. Wierd, 
man, 

Also on the tournament circuit, this 
one with live talent, the Pacific North- 
west War Games Assn. announced the 
winners of their annual bash in Seattle. 
Prizes of AH games, S &t T subscrip- 
tions, and cold cash were awarded to 
many including Ben Turk, winner of 
the AH division; Doug Baker, winner 
of the Diplomacy division; and runners - 
up Richard Shagrin, Greg Long, and 
Doug Beyerlein, Other features of the 
tournament included displays of table- 
top wargaming and Fletcher Pratt Naval 
material. The U. of Washington may 
again be host to the next tournament, 
details of which are now available at 
3934 S. W, Southern, Seattle, Washing- 
ton 98116. 

Organizational Magazines and News- 
letters on our recommended list num- 
ber: The Courier, Box547, Fredericks- 
burg, Va. . 22401, the official news 
organ for Boldland, in its 2nd year of 
publication; The Galaxian, 57 56 E. 7th 

COVER PHOTO CREDITS: Top-to bottom; 
Doug Walker presenting "Spartan of the 
Year" award to Marc Herbert; Russell and 
Donna Powell at Waterloo; Spartan stalwarts 
at award dinner— Herbert, Bill Groover, Ray- 
mond Seffs, Larry Dingle, Sieve Sents, 
Walker; Herbert and Betts computing combat 
factors, or writing an article for Lite Magazine. 
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St., Tucson, Ariaona 85711, just start- 
ing; The Kommanricur , 844 Ashcomb 
Drive, Valinda, Cal. 91744, highly in- 
formative quarterly publication in 3rd 
year; The Panzerfaust , Box 280, RD#2, 
Sayre, Pa. , in its 2nd year covering 
all areas of gaming; Das Schwarz Korps, 
16 Oliver St., Hartford, Conn. 06106, 
two 16 sues; The Spartan, IFW, 2249 N. 
Broad St., Phiia, Pa. 19132, bi-monthly 
newsletter approaching 2nd year of pub- 
lication. The Spartan Gladiator , 5820 
John Ave., Long Beach, Cal. 90805, 
voice of John Powell & Company cur- 
rently in series 3 meaning 3rd year [we 
assume); The Spartan Phantom, 2233 
South Louisville, Tulsa, Oklahoma 74114, 
two issues devoted to "candidus immuni- 
tus publicus;" TheStormtrooper, noad- 
dress, no editor, but intereslingarticles; 
Strategy Si Tactics , 50 Fairfield Avenue , 
Albany, New York 12205, most profes- 
sional of the lot. . .a must. 

The ever expanding publication of- 
fices of S & T (Strategy & Tactics 
Magazine) has done it again. Coming 
in the Fall will be a -highly informative 
one-shot magazine entitled, 'German 
Weapons & Strategy," Its publisher. 
Project Analysis Corporation, 50 Fair- 
field Ave., Albany. N. Y. 12205, has 
gathered the finest historians available 
for the compilation of this remarkable 
work. As an aside, much of the rea- 
sons for the design ofAH's I 9 '4 is sub- 
stantiated in the pages of this literary 
effort which is the culmination of over 
3 years of doggedly intensive research. 
Many surprises await the reader. Many 
myths have been exploded. A must for 
the connosur of German military history . 

The Olympics - 1968... not the one 
in Mexico, but the one sponsored by 
the Spartan Neutral Competition League 
(see cover story) will commence Novem- 
ber 1, 1968. Registration is required 
by October 15th for PRM tournaments 
featuring all AH and Gamescience PBM 
games. An inquiry, better still, a one- 
riollaT-bill should be sent to their 5820 
John Avenue, Long Beach, California 
90805 address. 

Disagreement over the execution of 
plans in Wargamer's Clinic precludes 
the inclusion of Exercise #4 in this is- 
sue. As soon as the protagonists 
emerge from their respective hospitals, 
the series will be resumed. 

Congrats to AH' 6 baseball team. The 
league championship was secondary 
compared to iheir 4 to 3 destruction of 
Navy at the Academy early in August. 
"Bring on West Point," we gloat. 

According to Craft, Model & Hobby 
Industry Magazine, Games as a hobby 
is 5th down from the top of the hobby 
list. In 1st place? Plastic kits, of 
course. Fur every game sold as a 
hobby, 9 plastic kits are sold. Take 
heart; the ratio is about 1 on 1 between 
model railroads and games. 



OPPONENTS WANTED 

Sidiat. l it I P.ldu^ivcBtt, Mobile. Ala- 
bi-rna IStfifti Kin*,* dn,*n in • car let 
htunllet lor PBM competition, irt AK. 
D-Cny r Winn p Bulge. W* Jm Or- 

mini, jUJIbi {4 SACK Tr«Rch, GfeE- 

nCOli OtW«*l r* apart** i'-Jiv. lndL'.^iniJ : 
Or jriJuDi, ^All OppOnintii «ttep<tj, 

Biand ritfw TfR 1 tamt (yr aa»e. [ hi>-r 

buu. una itiuaL ua> Real utter uwnr 
iJ ad, pPiiaai plld, N'+aiJ Opponent 
for Cjusd, anl A*., iend iida, AJ L iat- 
Icra bnawcred. Richard Nichd-l*. J J. L 
IJJuioLb.. JMLg^wUJBj A.i kajtaa* TZOTf,. 
ftppunenl* rl*-K|jr r^N^-ly rirrdril' Vi'^i nL la 

p*r«oi njipQniiit* in EjaILbf and T**air- 

teai ifeiii. Any mvfWiat. au» fbm 

1911, Etalinjjr&d, BhteliTi*,*;, AK, Mud 

w*/, Wntr ,J,lrj. F_m£i*j iedLifi! player. 
H*ve iprul AH m.r.rtlfiriiliLiii. FtnhiTi 
5 dhuolftald, Mil Belmont. TBiiryini, 

ArMnJtC rlfrUI. 

[ witil PBM with relative, bafinner «t 

I9L4, On* ftandard on* advanced,, Clul, 
""ill try to ctiv*T (ho*+ t n"»n'!. PtolL 
Prllthard, 5754 Ellt SavvnUi 5lri*t, 

|ue*on, Arietta S"a71l, |he r^^tsr 

Empire eace »u.oc] ■ humi ' 

Wijjlrtt RAfhrtl WatrrlCO FFiM u,jjAjw 
n«!.. Rvttfr PAA but wtli bkJk* Fr«rn=h. 
Alio /at* -to- 'ace in the Ans-h-airr area 
any AH same. LKtvo H*mmon», 1 14 
Anna Dr, i Apt, i„ Anaheim, CaliTdinLa. 

a ?.oQ[j. 77*^*-i&5. 

Will piny fwhUnrl hy ngavn), Write far 
Info. Will consider new idaaa, |i ex 
plained, IteWlrc Yankee* The Nitd 
SejijAd If earning. No utn atGp* ihe Ninel 
SquAd. rhv* Ok*dn, . ?.-i N Genevl«a h 

An ahgj.ni. California ?iapft. 

OppnnaiVti U--*ntid in the Vetiturn., 13x ■ 
UTd", C«(r*rillJ Ace*. Fact -In-'ac* 
LJi li.V name. Will Lb rjClur: aldn. Al- 
so fanning mew club. Cuntatt Jim 

BiTFiin, <ioy, auwljtftd Avi, , Camarilla, 

California. Ph^m + %£ y-jB7 t 

J fcnri iciir reated id, tntying good he*. 
GettysliLiL*, if por>*ilj.lr . Pk»j. E runun 
tlavld Flr-yrnj"]-, Atl7. Vicajnrv TfiriCf, 
'..■.'.■.-. ■■■.■■■-. CtAt^MlJ* J ^"l''. I'i.i-r.L' 

l_8j jjlt, _ _ 

PBM ocpuntnt wicited I ur .Bulge 1714. 
WJ]i [liny tithmr Klrif, mien ei>b«det*r. 
rrHn,«d club ^hill*ng« rJnrllwL KUtl 
afll»nt* P £tauSj Haitian, 14SI U 
C^rniftQ, Dfttfj, Cjncsrdj Calif, 'JA^jl , 
D'Dijf i5. WoterLoo. CjuatUl cim] Ei 
Hie, $4. r>n c-J.J] Or h IB .hc»t bW, I'll 
juy [**»■«£*. Alia d*alri * Rultiln 
S-Ui-i.d i.\|ip*n-FH j! iftortiHlt thill with 
a dea:re to Jinism »ar,:< . Dot H'lellng, 
ill'^ri^rciL totgnry. Cal>f. WB-iO. 
Winttd opipontnti for inr AH jama and 
Slttl*or Dril^in. Fai-T-irj-fiL'rUj- PRM, 
will fli/ »iih*r »idie. Am a RWtnbpr -f 
Spt^UB CiuU. Siftpihan S*Tni, I0U6 W. 
131 St.. Garde na. Caiil. Phanc iil 
WBS. 

OfjCOii^rir- r.-ii PBW 1*14 *antfd ATbo 

fiitu--i-5-i4i:i; Imniiiie* feir moil fum, 
Usniicl >,Ur> Hi+ffnn*n, UliJJ Acana 
Ave.. Gr<>r.i<Ji ihLli, Calir. 91344. 

P>QBC jftfljqTJSj, 

An/iinr in 1 j/»yrll«'OriiiiU <i«, I'll 

■ i.-.v ■,■"■! !-.■■'- v: ■! i-.--; if iny game 
W»t**lop tn 1^14. Contact VSitt" O-hir* 
[Jf JC i 3231 Burl-JaBt.n Lliiveitc, La lit. 

94549. Fhtine. EBll^UO^. 

Tnln rhp. Saurian KC.\ . 107 mmntrii. 
tortiptca- ulTn Eh* Ltasu* clu-ba: Vnlti- 
(Tun, Irnprrlal UnittS, ipectfii U, 

lftipc^Sai Cupels, AffHtcar. ITF, 

Gr«n Brrnln. MAitudrj-i, ^rbcli, 

jjotBTB, uwa, RjLri*T- ftanurti 

Poujill, 5S3* Jr>hn, U^nfl fieath, TaJif 

7116^5, 

1 would, like *!^ uppanent ia, PBH or 
fa^E.tLi'Idi-e rSettya, Waterloo, and 
t?;iTi iFTOf)- WDuid Ji..] liX# [n n c-l I 
brind naw Oiiti- Make offer' Jim 
KnaPP', C'*tf WW* AV*m l-Olfi HeJCh, 

Calif. 90MD5. . ^__^_^ 

A Ug rF-»r,Lj r M^iTLiMUnd ^AC r La Tbi ilJ 
M"irnarner»--Bimfl ¥*^iST»t#t, r^ajuUr 

Ari And Variant wuriumeitti inlar nxiiy 
»id wi(h other clubs piny tar ietrttVTY 
if ytKH Like. Bruce Suit iron, 7H7] EJ 

nur^du PXavti 1 .un jf nieaeh, C*lBqJ3tl« 

$wn. 

Qpp-Onetili wlA»d for pbm D-piy 4ntl 
B.iltc. (J'lJ be Allied, in D- Day. Gtr 
tnlnt in Dufgc). Write D^vid Diiran, 
ftlfi Hiinileiy Ave , T.u» An E rln, ft-lST 
a 0Ot^ T li f dran'r r*i)ly. I wLlk have 

i.^lj .-h ■■■;i }»inint. - ^ 

Play by fhaiJ o* [*e-fi-la-l*ce. Bliit, 
Qnlia. D-2J*y. ^ip-rri+rk. etc. AdJulu 

Ot irrnn. Ril^li T. MucdiEdJ, (149 3o. 
Gr*ma|n;y Dr., Loll Ano.«Jwi, Calif. 

■aUQPS ^Li;. jgc,J,TH. 

Wanted QDPOncal* in La* Anfclec and 

out Up Ifl a Ti-ii K»tW nr. FatEiIa^ 

fare on-ly In AK, S-Ctnd, T*ctie» n. 
IfH, Juilmd, C-Caaal^ Mtd.*iy, (lUia, 
and D-DOy. StcwftTt Mnrria^n, ilb b, 
W«t L*J«. Lop Anklet. CaBtoRdi 
tfin*1 Tel la^-I^^J. 
tffian? nnvlci oeVlrei in pbm, B. a. 
i.»11l«f1 trMti .intJthac Iea[iaj{or. All 

opticjtvin V ysyr l<t1cj- i* HtMatVHritI 

intwvwicki, I hdLVC btl pppfln o nl . JamcE 
illrUklllitl, T-ii "L.lh W-, RJlIjlilumJ. 

Calif. ?aaO?. 

C4tqjF(ttttfQlt witTsoui conqut-it^ P*Ttlci- 
pata in the u^amlng rwitln^il »tititj 
Hiring wppori Iha (utun trnprow^mant 
lit Miri-i'iiir.c £4TYpetitic|fl. '■ i-ii'L.' ■ 

H-ach, St. Francia CaUec.t^ fli»iii'«r*. 
Bnft4tegp, CaliT. «01T. Can PDM all 

kVI"'!-? 1 - 

GaiBjon J/irriVr neadl F-tO-F acUoh 
after I. fidV.i '*» in vnakftiiv be*l« 
AFB, Co-iilornia, Oect" irttprtpt in 

inillL&ry slfatr^y , JieeLl c .nVi. i . .-n-_r . 
Oatl Bll!» + TacUr» fl. WnlB C"Ur R B 

Dorner, MJLCV 11 17 APO&n Fr^nciarn, 

CalUPMjia ^HZ. 

Tne Panscr GrnuHt Gu4cvia.n and t^n 

nr Army now control*: Stiinialaui.. 



OWONfNTS WANTED 

T"J4i t rnnr , Mdjid, and. Lny-j cotamUt:, 

Wh phUlifluj iny 'vaf ptaniitiR ■:r^.iin-., 

tier, ii tn, Amador, Cala^t vii, Aiainc 

or hlnriuuaa. lOulnLJn. Of! Pitiiiii 
Croup reirTerion. J Gihaon, Rt. i, 

S<]Jt 9oi. ancinri, i'jlLf[-rn[j. 

Beginner wi.hts PBM lor B\iif. (tith^ r), 
Bnl(f lGBrma.ri>r. Alt ^ilhoiSi Will 
mia'fi jIlleMpia Writr lu Ruli Kiiudat-u 

Ia8 Caitii Ct»« P.d., WftluuT DriU, 
t-alif, *)*5S. t am ilao interacted kn 

jaiuir,a cl\)b. 

TtQiiX 1 Will LielaaL iiiylme." U T L^I4. 
RltlK, T^Hr, 11, |t>rm*n*. ellKer, 

(*,■**] PfiM. 1 m iitu lookirijj for .1 tine 
1* pfllfl., Afty-One- intiTc»ted.| atnri itie 
dtWii*. Dave BiiBhini II! Mania Dr., 

Op(uiiri*Til'iL ifipfert jiljrn ButflS. ■'"■•n[ .■ -: » 
.rp-hn ii I endimniflg, i53l ^.'oruvciCKl Air*. , 
hflHh Vanccuvcr. Biltlah Columljiai 

Ca,r:mta. 

Small club* unit*' Boy* j ^osiaiil *«j,[n 
(ri TTiarQ* aillh ynrj I t^*ed PbX! Ot fac* - 
(iT-fact opfwm*nt* Eoi- ill ^miil Con ■ 
tt-ct Klcha.rd iirrirnr>n.i, 47? Lociift at. , 
Denvfli-j Cal<ir*do BU£20 oi till 155- 
?^»■ 

Thr- f U |,,r^"iiF i. ," fi *.,7l „, ll„ i„ „ u r 

han^a, D*aicsted wUfBirnBT-* DnU* Uy 
polnlne D**th* Hr-ad. UHkl playtpa 
nttieo in AK Cl'm ttaSUlaJ, Mutt b* 
^*p«ricnccd. Write Ray KaaLeir, oT [3 1 

.^outl. Cherry Si. , J.iltlrLim, Cnlfrrarin 

bOU<i- 

[be '1th Kcieh hi* dcltated the b'Hh 
Armv or Ohje. it4 if' \r'-. Eji.1ir.ri;., and 

69th Army Ljf PJe« V.irk wilViont loa^nj, 

a game. U your club aasti? Jafl Hirp- 
ham, JOT R.dwiand farlr jalvd,. Urilrntng 

ton. Palawan-,. 

Having (ntipEfjyrtTd «ui ire^jiM te -fc= ■ 0. 
iTi« 4rh Rateh again aekt fnr i1:um; in 
AK., MaLingrad. SliUfcBllfl. « O [iiy, 
FTF and HBM. We it* barmana. 
ekhtt, Slue. Allica. Vio-tts McrtMi 

Tl4 WnuiiEiLilii ftil. , WilFibtJi^lOEIj rifU- 

Live tomh^t in ml boj,r!i VFtUt game*. 
Will lAllL I9H TEW ^Ic diaeuaaiDn 
tUrirftfl 'T.-U1I. L-affEfUI, P.O. Hole iCr.i, 
MaLbrjmrngH FWrirJa 1J1HI. 

Nnvtte winkifle (.ppflnarira tut D-ffl.y b 
T«!K( II. AK, Suiia. All laqu iric » 
anavuerad CTdmptly. ftiehBrd Cc-illdci 
SOft*! BcttHr Ftd. . AUaiiti, Georola 

10311. 

jijppOTt ihi- |]by;c miiMC 1*1 enc or 111 Kill 
y«u, Or, epjktMt frio lOf in pctaa 
LffuiUt, Ja^d Jolicaan, J ',-t'i R.#c.hc.U< 

Dt , Ch^rnhljCiM, Cri.^U. (fh^ l*U|h. 

Join; Th* AKtroaanr HnmeUsvd rHACl. 
Wilt*: Jttrne* t4ftt«i 6 ■ * Fiiih av^, , 

riheldon. tawi &I1LU. 

M yrar Li In niiviLC *jnli. [Iik- tli-laCf 
np-prtneTin tor Mldn'^y (il'lherj, P-Day 
(AJIiea). AK (Alllaa). f^nbutt E^b 

Sltalnifc, JtiJfrB South lh»t, Chie^au, 

in. ctn^a. 

Trie gr^l yrrmril «i X [f wLtt fl\i AR 
|*srher) n t ■- : (bint), bulge ..■':-.■'[■■..".. 
fi-t ltti*flaq (amhart. wtll play nr 
any gamrj, Contact Mark £11* pan, ST2J 
Luiiath iitiivnci. Chicmatf, tll^jja E.0{ij7, 

Ii'uviir *iiLiJd I ik-F Lip^-Jcierili fu.r S- flrJ J, 
B-^i*]), G-Bllrg. Buifl*, D- Day, PBM 
unl/, **iuil *mv, will play iftv aide. 
All letters answered. Nat intereBtcd in 
juinin B ■ irlnhi. JaABfl VL.s^ii. IbQEl W 

Lf land, Cli1cjj|n. til. riBbf 1 ;. 

wart ted: 1 fl-fo j-maderi esfiCTKHrtj Qsme 
ecieo.ee Corp, 1 0*1 acvcral Avnlun 
Hill ,-.n i fi-c 1 and 1 *lnt :■-• Leorn mere 
■ hn>i[ V1aunarr, h Dlnlnmar-y. Battla rif 

Eririln. ConfroncatloTi,, and tfuctaar 
War. Darrell William*, llffi MajtuoLii, 
DoPlalrtt*. iU. 
Join Agarciaer H#mer*Jid7r Toil ' iTaeYtJ 

rpjjrel Lt AfJJjrBiDiur uffflti in^ny LhLiKi. 

(q me-it wijf H aTn».rfl, i^ch ai Fun, t^n- 
queat, txcilameat, "1'hiJll, Pr OmotEott, 
M«d4l« k ESt, Eft, W*JK: Jl«1 KTShcll 
hJtfpp -UH" ludiau Cirtlr, Eail Peoi ia, 

flUfiota jjliil]_. 

Anyrjni artJU-nri har* jjlayCpn^TonratioTi? 
AH7 Well dDD'i >ii#t a.- ait iiiar ' Call- 
Pave .'.MIlj in, /71 1 . Carn^on, Evinctoo, 
llll..flla tiOJOl- FLui.r ^T'j^flgin. 

Join 1. F. W. In t>cr*4ti jArDnt m mv 

Area Rlrhurd 1 urtu-, ilffi Wrnley. 

Ek-ancion., Hi.^n7f>i. PKnne- Ani^fi^-i. 

OppCjiapiC* "■*r 1 !»'J ?f>r Piil)(«. rilin. 5. 

Grad, and D -Day; I'm Cernian, Blue, 
either, and iBfcsr. Contact Jonathan 
R»*t. 9015 i^a.li*tiiry Avt., Ly«n*. 

rillnoiii ^n?i4. 

CDS 1* wa^-E*""-* 5 J^lfi. U. W.A, today. 
Pislv for point* w-ortn etmb pvias* ■ 
Irnflaioo 1 For juat playiri*- naftimis 
y qu can win m-aney. for info, contact 

rne Tun T Ada.Yii, 7fl0 H. WUte Slrrct, 

Ml, Froapam. IU. froQ56, 

Aft Ihri-c any^ ^ficni ™:thm LC< mile* 
In lace-ts-iact play' Will FDM. AK. 

DaCfcf, t'914, finite, Pilitt, fltilin and 
Cnn^TnnrTalir'n. ET£p*T-ipnre-t1 tJppnn*m 
prelertad, ijfe l|, Kika jrfnwa, KK*i, 

Uofk Folia, Illinoit r. I PT 1 . 

Ht4d cbin i.p-pijjjerii I'sr Geliyalj.iL? and 
T j 1 : 1 Li: '". U mi! Uci.iC'Firt nppon^ut* 
Jar ..,."-. Art n],ttl|*. '-ii™.! ii".iv. 
Utfl A«.r|iand Ave.. K«c'(Lord J IJJiqoi* 
ti.UOJ. %i-li^. 

Vf^iklad' O^puneTj I a Jr.ir ft- tliiy V>1 and 
Sattyaburf;. I <vill taka (Hhar *id* in 

both, eafriea, u tutereated <onta,ci pave 
ffoMt £(J& Eaal Ciav Street, Troy, IJI. 

LZZ.''4. 



'!! |:i 



pUy g-n.. 



in Ft] Mr 



Iftli, On. 



Challsng*« acctptsd or rejected *IThlTi 

three ^eflh.s Touj-qumen-la conaidcfc-d 

bIbp, FJaat Kpria*a, I1PJ E. 77th 
Ind^nap-ollg. fndidna l^34U . 

Wnnl^H- Fare p 1 1]< fare np|winen1« liH 

5<njth Bend-Plynirjuth area, t play all 
AvalOn Hill tin., aX«»pt ,iclL<« and 



OPPONENTS WANTED 



Uc( John Mnllory, SMi £. With, aH„ 

Piymnmh, Ind. -lli&bJ. 

Wanted- r.tiiifrunlatjnn ^nrt HlrtriP mrvil 

t>at lm],[-J41 (bardback) in oood can.. 
dlilan. 1 will pay t'CfTlgJ Alio Bft*Jt- 
ini; tniorrnatlon abatit lollcltn OOfttlf 

Qf Amcfl^a. r. r,;.s-:; '..i,.. ; : i-- U3Z 

South tl If Z Street, Tens H*iMe. 'inrliunj 

41flt'Z. 

Wanted 1 Allied oppor.enLa tor AS rL*a 
K.t;-- and ■.V. i ; L f.t.;- ., \' ., .. r. ■.-, ., Tot 
Stilifjjirad, and: a QuroiaiQ fnr D^Day. 
Mr B_i<-t Meyer. 7110 IdaaJ At*. , Fori 

w>yr,t, [ynma ■it.fi>?, 

PBM appLTiL-ritn m antrd Etc E'jlie. Write 
Dill Y«IBfi 1603 7i. Vrctr*^!, Liberal, 
fclH, f.79fil 

Hh Reich ha* retired In the la.ee of 

Pander Lchr oppoaition, 1th EH Panic t 

n rmy rwui*rr.' 1u\n PAniifr f.ehr thr 
-,,:\\ii .V\\*e Wei accapi all challangea. 
ObcTi*jtr»n< Ua.-id Crdnfcr, ^v£1 tl 
MontCi Ehawrnte Mimmr., Ka.n»s.j fttjM. 
Wat ^nrjcj-e fioiij Cincljujaii afeaM unSiiJ 
Jntn ib* 'CnraniinitjnTi iciflay. For 
int'orrnitioii phona or Wrdfl jriichaei 
Ruat, Panlcna Dri/ej, Cold- Epr ijik, Ky. 

4IDTui *4t«aftt4 Prefer Ki.g*. Mttfot 

dpponetita >*[intriJ fr>r PBM Hllii. _S«nri 
i:hvi£c at nit, ftcl-ap, ttnt tno»-t, nod 

uptionAl rule* de.»iT(d, |[»va little ..■«- 
p^Ti.n.* Lt. PBM r S#n.,i tc- C.-;i Hr.,, 

nanaei, PvOj &ok 1*1, Abtaafclll*, j_ou- 

iaiana 7C51P. 

! am ■ ■■-■ '-Lu ■ face.-(e-fa.i < uppaaitian 
in iLe TT-atoii llijugr 1 area. Plca-n-r ton- 
latAl .'.l,:-.h' Cloihiejr, iiT22 Clrrr Oyika, 
Enosi Roufls, (_o-.L±*ljirf&._ 1 >mH1 Uto 

.^x-mtpt 19J4 jJBM garnag, 

wuj play pbm [iflj ljuv padt when on- 
awticd> to I 4 ? 11, n-rii,, lilitt, H^ttLe 

A, tVaterlua, ? ta I in^rarj , Urmi id p Ir 
rhnir* 1 Inl-iirealeri in fni.nin.fj nut nf 

!...■■..■ .■;■..!-,. ' ..nr-,-:: fc,r:c (juita^. 6tt^ 
Whlt^cf fllfd,, BelHe.edtt> Md. ^CHJjS, 
Cpponanta w-anted, lace-Lo-fat= oe.ly. 

lji Cafiaf gurtagi, AIIentuwn.Tnmplr 

HNfa » T i?a. Will pi^y any AH »ir name 
or CDnlraonricn Wnlxr a? phone ;■-.,:■; 
T**t*rtr,4ii, mt> Mtddil^tn-n, Lane Camp 



OPPONENTS WANTED 



flnpn-nerit* 
SitiLingrad 
PAA, L*rTi 
R.D. 2. Gh 


iCBBrtatd fnr Bulge, Wartrltw, 
. and Ch*n aa &*>EtnaiU, 

lint, imd Whit*. JeffrlerrihR, 


If theft irr .Fby AK .ir^mrr, in rhr 
WFi-.iniji»rnP*rvd"]l«lnajn ar«9. m1]| yo^U 

pleaapeontati mtjMM41J0l if intercut 

Cd in a *UIT' llOjLr :'■:<.■: rif.-kj 



"the ftiia] MandTChy, a r.n tian *\th+- or 
gani Tihitin, vs n naTjamir,p_ club for the 

energsTlf wiTjsmlnj af^ie-nado, B»- 

cilnic A pari OX One ?jT Ihc ! ."* :iler.t rr'.o-.-m ( 

Broiipa icday ' \T% PBW aJijVody, in 
•aay ^mt. Join now ' Contact at j.1 
17^1 JUrUmPr., Whearon, Md. JC^Oi. 
Wirajarnaffl ul«h orAinarica {formarly 
We Ceni^'jor Alll it 3. a*od club, u«rth 
jlnining. We (newer clo-lTrsed any toi r ace y, 

UlCU^t, #t COuld llice. TtJ ua dJid >rr 
IVCirh^.«l r4-LL:hijUun. M Gt4/ Si • , Bnairrn, 

Ham. 

£ PBM opponent* far *arie« ul 1*1" 

HiilOTlcal limvUliDn waclici- jLmftt I. 

play £. FSM Cihai, 5-Crad, AK, 
"'.,!;.■.■. At! replica answered. Uit,.,t 
FlKgJi*, lz Maria, Durrrie^teT, vi^m. 

■ ^-JJ . K\c.j-..t_, V-D^f ■: - ■:-■ 

'^Iccd *ell iOr.ljh.t WCA t-Po[ Tt E» y^r 

iie.hta". WCA ia two yen* uld ihia 
munlh. ThrWatajarj^r 1 * ClubolAmcri- 

ca ha a aurvlyed u.|iere nine (B dleit . 
WL.A want* ydhj I pauL Mltenall, 113 

H0Tlt;._Av*,. fiaucjt, mm. tH TtaP- 
Will jjUj any AHjJsBbW ta.ee -ld-ta.ee. r>r 
will PfiM Bulge, AK. D-Day, EtH. 

SnmiuilP plrnian wrlip auiin. T nl Rcij - 

big HI, Jr. tViKarnu' C'r, r S^nan, Maaa, 

tfj^v. 

Par-Etr L^hr ivanla PBU opppfienla Iot 
a-K, S-firtBa, n-Ttay, ind Tattka- Wflio 

waatl rn "-ell Dlplnm^ry, Gerlyrhiirg 
I * e,!** r a u#rc.l»|T RA. S, JSrut IM, 
Battle CFfjg'ba Michi t an ^'HJIT, Fhdne: 

rJLivlTe'PI*^ hy Mail Plit j.T ^iTnurcTPaTji 

ut 1 UHeather, prefer Blue face-in. fare 
■Midway or U-iiay. W i M i-«*n J. fie**, 
^JlBEUir, FJ«trtH. Wlthh Id^U 1 ?. i'hflne 
B4Z5D3T. 



A Hull nppE]rjf*n E vnn 


.-nl Ttir PBM, AK. 


U :. -V- ■' III |.-,' 1 
Fleck. ISOi Crccnvl 
»Wi 


ith.ar *ido. OtTmia 
Vn Portage, bDfifa. 


TlririWinp lur :' r i i ' ; ', ■ :•,., L,|j|iaMenlii " 

Join Aggref for Homeland ^nd get bn^h ' 
tor datail* vrU* fiUk* Cair r $d? w, 
fj-iy!. S^jr.t PlliIi Minn. Ibiil. 



i'.-ij:]. and faa part of ihe Greai tiove ■ 
mint. WriTa Mii.. u/ririhl, 42& Hdcrkar 
5t r 1 ja^aaoa. Miaaitaippi j^ZOi. 
Trade Will trade one nnuaodVictQa.ni 
in.ii erne liardty kiacd Colli lOAtatlon 101 
B B-llra in good ihap*. CorriaeiT Etohl*rj, 
1BDI ItAfl SOBEh tin., KAnaaa Cftf, 

Ma. fUljr. 

Oppojjcjite wiiitcd |S G-Day and /or 

■JalfFB I wilt til- Allien. Flrat l-mii 

feiten fan earn mfviered. Wrfte tn 

Ed^uin Henry. P, y, Boy IV-*, Louisiana., 
Kl»ltau.rttta53,riM eptianal-tcAirnamant 

FMlaa. 

All .urjriTT' in St. Lnnta [dene rnn- 
L^.il me, I atri Crying ID "il'-tf j cotiVth- 
tt»n in 11. i-nu'Li. aLkj I viiJ anawor 
club ulli til. Ha ncuT.raln thou-eh. lit j:i 
Bole*, 1414 Andrew Bf. ., Sc Ldllii, 

Mo. &iiZ_J. -pprn. p-Day r _S-Orad. 

Allied uppiineni TAULrmrf fjn- D- Day PBjM. 

You'll n^el to cei PBM padt. 5and 
ehaJienwe- to Brian Bcnnoco FF, H.pi. 
Bo^ 3th. C^g Jlftrho-tt N-J, 061^15. 

WTTJled PrTwOf.p^nHT.f -f,i. n-L>v, Ci*.| 



*jid T^cLjeu 11. rfBi buy v"l4SiXjim and 
Confronlatiuo. All W*e Earner* attend - 
inif MSt>E thi* latUi pttanv ccmlate me 
to-r pjs*ibilr /uIuif ^amea. 'Tlinipil 
Cl*(yji h Ml R,ri H Parnnrt. Glrn BrldB*. 

H. J CTnZS. 

Altenllen Wirpnun. We are in the 
procto* of rorrpina « Htw tlwh for the 

;'■ j-ai.hr 1 .-. ffew j 1 is; sin Auyjjne 

\otir\ la IntereiLcU, plea»e tomart- J*cj>. 
CuTeJiLO, CortMMn M»n^r Apt, - Apt. 

- '. '■" ;■ ■-ind.efrmold. lit-*' Jo-jcy. 
PBM. flued'' riih*i. Bulg.* -Cuf "ian h 
AK-Grtman, D^rjo-y -riUinr. fl*l-G*f. 
Mini, Oetly a. either, wanpelrjo-aUhar, 

fil f.n«w#r all JeJIflTa, F-T F loo* 
Uruno inni^j^iii., 11/ Eaat Ptlrriitn §t rl 
L'tnni GriiYC. Mew Jpiaty GflD-u^. 
CdLIekB aLudeJil dealrri, lire -ru- -fa 17* 
tOrdrprllHun in 1^14. All rulea have 

third player, Alao play B^iee, „ri, 
Cuad, BjtaUlbtt^ti Bliln. Jutland, PJJH 

■ : -.'!.-■■ L,-, : . .1-. 1 . i-i. . ( -Contact: Turn 

Conry, B^.^l^ Cr.™ mnirw*j».irti Boulevard, 
Br1 lem*e. tV. J. 1 1 j*6. FIT-7H1, 
In order 10 pii-ram Che atta uim tnl pj 
Doreiv if.:tlctti±nl watcatninir, the 4th 
55 VflllriitrcnadietB tj*i=by i-elliigulahrn 
all tetrlK-jr lat eUttrti -nJ j, wnn( „ i|j 
!nrantila--t.arrii:a.Ty Eratbera' 1 . Milllanee 

XOr rarriBfi nnjy. Jody Fitljerild, Eaw- 

rrjiu t&ivti H.d. ■ Qriaiclitl, n.Y. 105ID . 

Ajiia. Bold av Loir, battling far the 



OPPONENTS WANTED 



FiiTmOiil Pl>wy 
4Sb-i-Hi Q . 



Til 



lirld. 



.:r. r - 



■ yim 



riir.r- 



A.II opiioaaL* u.*«fJ. VHiHb t# *t£ BUglt**a 
^TiH-Vi Sf., BroC-klyii, N, V, I ISO*. 

S?e ii you can rtce-A^i*. 

Tiliid Rr-lih nrrdn member* In the 
Mnri hF-iii jnd W<r*Iflj-n. aectidrt*. -at th* 
TJ-S- If you 5ta inTarasied in jouiin.lt, 
wf.te to Carl Paw Ink. t 14 PiercoSt., 

BuifalQ. fJ L V. I4£0a. 

TV K ;j,ii,^ i<,£ C 1HI want* lu juin AflJJTl* - 
*t»,, imiii eiyii (;n Dr i stfr RPtrnher«l 
would like to IKDM Bltta, Any cptionala. 
All niWHaB • Addfca* l*tLcte toArLLiur 
Laaky. 1 1. I ■ 1 1 T«.«l i^ . Pl,, t hin Ll 
M-Y. ll'JoB. 



Boldland 1* for piopl*- f.-hi) ijiah tr> tR 
perlin.ee v- r^.u i.j i-.-.a o) WariittiMia- 
Join now. Quickjeaponae tsyaiii lett«l 
Richard ^iranin,, B. A . 47-5l h 110 St. , 

Fluahln jl, IJpu, Yn, r k UlSn. 

Attenllan C0Pi**r,lri*te- 



111 ■ 



r C-j.nfrd- 

, T.Ufl W 



,U ji-l tM*. pBttnJiai lerrlto-rial po^*r, 

cooticl IT! :-:■:.--.: Ltor, ..■..:■.■.:... 7: 

Chorlci St.. hTa* ELocttclle:. Haw tttrtt 

laatU. FumiET W-niualera ind IFR 

mafnturn ifa moil welcome, _^^, 

yl*ed uppons^ii m USAREUR nr U.S 
East Caant [or Bliu PBM- Pfehr [in- 
kill dll>| utkHl. triiyrr Hi-* d^ ymi 
rrnjlvr, l^.tlJr« wij hnjnif a ni>^ »pa per 7 

Lt. 1 l. Mrtgfeafet, ■' Bii-y, a Bn, t.-s:. 

Arty. |M-".j, M. Y. rj^lTj, 

The 2nd SS "Dan Retch" Panici Di^i' 
aion Be44* neu ncFbfl* ijjj hJ. V. C |j#4 

muni F-roppoTianrj all gamei. Kannaih 
Powtt c/o Crao,! wLUia, ill Mitti bi. , 
,\pi. =1. ,v<* T&tt, N. y. itit>u. 
PJJM uppnmut* wa.nlciJ for Diilje. S- 

□i-ad. D'lVy, AK, either *jd>, Alan 

F-T-F Trrponenrf in fWfitllEfet aria 
contact "Wit K*nn, I 7 f> Seneca Pkwy, , 
ftC6h+*lT. M. If , Hc.ll. 
Face-iQ-i'ace 
Midway. 1 aii, ■ Le^imirr U : 4, ■- Art uJ 
war^Ening Will hi|y ■--.f-'l gaime*. In- 
liNHU in joining club. Jim til ten, 
4o Mariner Clorohj Weil la Up, Nt* 
rork 117'f^. 

College a»e aj-id upj fii[^-[u.-fiire in 
Ralnlih, BnnVartn, Chapel ktlll iniv 
tao*r AH land s.*rr>*a, f'jui PBM.AIij 

a.nd BB. Will lam P P Beatv, IT&7£i-<ioka 

A/c. 1 Ralegh, rJ.C, 

1 Mill hr- rhi?r! pLayer to c one giRia o( 
PBM "1JW" with ALL advanced and 
i.if !..-!-i;-.ii (imulatipn opuonal 11, n r 

(CHCapt rnultiplc co-nintand if desired) 

Wiita foi deuila. D^w-id fluah, 141 

Ed.au l^li, Aire., f.utumhru, flfcfni 4^1fl. 



. Cuad, Jailajjd, i..d 



WaniidpaMuppcn, 


-nr. , 


n A;-. ■, 


UierfnAna). 


Cental Terry 


Hn 


i. ! !,, 


i.-'-'i 


DrtsdirB., 


rjpii'+mhuijH Oh 




{Jr. 


Tlljrh 


thru High 


"lIjudI atudunti 


,'r 


eJi-r r 


rd| 




W rt r f *inrrj, 1 


:.-. 


in ft 


98™' 


»..r- Ifrh 



Army ncTjji wa *ill eoon lAwn.ch S r, at- 
tach, Get in on ill thf actian. Tn join 
write ErieiWlaofj, 2(3{1 liVrlc Ci,j Bwdtt, 

Ohio 4S3Z3. 

PBM nppaneni* uanted tor AK- W*l[» 
h-tark \lvon, Rfl I , Wilmin K tOn H.L,a.d, 

t,egaa^r,. Ulna - 15"3fc. 

Teenage face- (cface oppontnt* trHnul 
to plar moltAH ijUue* In Tulrrlu ir». 
Tmr InfarmaTitHi =«,ll 6*J-?2ui. Afk 
for Bavt Borair, 4*11 taaTwieh rjnve, 
T_ji*gJ3. j i--a Bean playing %<tr year t , 
loin itic WCA! Juperlejice not n.Kci'a- 
jia.l-1. PlrnLy cl* nrlinn, Rnpiri Jidvnnre- 
rnanl. Can tome frUm any t-lale, Also 
w»l live bapatnint* in Ahrnn-Canton 
arjjo., 7th, Corp Cemmjsr,a*r. [Jen 

Si.ha/er, id?; Ruliinwijud Dr., LTukU- 

invn, rthi.i J*d«^. 

FTj\r oppnn»n[a nanred. In Eai>r pirij'i- 
yllle im !m Grtty,, Bqua-re, BI1I1., 
Guad, Bulla, and AKh Prrlcr Junior 

\lifV- «t r li. -.- r, !■": I-,-.'.-! --j\:\, :>!.■- .".:.• Can- 
l*0t Tl.r, C-J-Hk. 'tS.l* Sr„n,lii|, Dr., 

Bartrtaviilr, Qhla. i33PI£T. 

Want qrix-li Tnce rippo-rn-nl* in Ceriral 
Ohla, if*a Ecir EUIifttrJUd. AK. Water- 
loo, and D-Day. W. Wood*. ZZB MrrkJc, 

TJr. r Tnan, Old a. 7Wtit. 

All eluba it** are Itrr. and louraa- 



n,^at mipi oup* B We I 
ao join the Less. We i 

auuth 1.1 4E1 D 111. „nil ".in.n!.. 

OQijhina, iof>?f1 NW Avaion Dt.. 
land, tijr»n*n r > ijj r 9. 

"'i 1 ■: ■•■■!■!.:■ I'v-l.-ir-i. J. .i-ij- 

needed Play n-,o*l \ U .ind Ciry.e 1 
game*. Willing and aager r,? 

©Than, Bip*ttaiiy tabi*-t^pi, 

cm. Can travel. Llavid L^idaa) 



crtitert 
all Inud 

la Dill 

, Port- 



Anj Warganniic allcndii 
WilliiTn anrF Mary ttcT* 
coatut K-i-.ir-.-l l.yt-'Li. 

JeiJiB.*-tti, Pa. ISb-^1. 



:■: \ m 



r Si_, 



On 



Attention s.11 cluh-ft*ck*f * irt Pr[in.a 
and all over Irw - 
Fuitkeen EaLuadrllle, ■ 1 luta wtLh * 
" i-\ ihi fuiurij. glild .h-i.-, *f\,'. r !■.::■. jj 
CJm.jj. iiwn^rt. jKlthard MortlTl, t 

{.en.era.1 -i 1. - ,?,.:..■,, tlWrVt, Media. 
reflpi, l^Qb). 
Mill thi 



C lL„ h . 



yuur tluhT W»'re luuttng fur nrmlli 

TJj'jab •■ n>.opr>uft+iii - c-ut with fiomathinc 

to ftiwi our tjic-i-niah Krrpifti Iwaiqet 
ItUlL Larry Ka*peT t 51 Ml. Lrjliaiioa 

Rlwd.. PtUah-LL rjjh, Pi-nnj. 1122*1. 
Anynne ivhci WBftld lika to form a club 
in &■*■« pfklBIC copldhct Andy TavlOTi. 
5 Claedleld Rd. . Barntijrlon. A, 1. 
F-T-F, C-Caaal, 3-l*nd, Bllt^, Mid. 
way, S-Ofad, p&M G-ClHft) <Jij?>. J 
Land (Brill, Bills fUlui]. 
M»"mi'i liTrT E ii«*,V ch>llinc:*'» ^Tr\ 
Ko0ki« Cut tit la a. atron*. and rtidiy la 
hill. Will play per. to per. W&taeloa 
Cij Gcilf. Rcfuie lu ijEar j/loaLibp tin. 
]«■?• ruourf rtpviril Tut1*jy 4 "iH(i Bnrrnn^ 
worHti Ave. h Waru/lck, R.I. 
Wanted Allied f - Tn M .j|,|j<inf m . for Ivi* 
and PiLilge 3^ rule* ro play hy. (Nu 
HiaiKrlcal roJoil, All Inter* inffwtrel, 
H^uatnh club* *leo*t contact rne. Mark 
taMUiM, 5-5 1 & rjlun^atfl, HouattiiLj 

Teiti T70J S . 

Dentrr PBM ttime'pf t+iiia*. wHTlahc 
Am*rlcan*. Am d*(p»rjt L -. ah rule*, 
ia,<c-t« lace n'ouldj h* crrnbttter, John 
rinlm^a. 1W5 Maitha 1 * Rd.. Aieiandriji. 

V.>. j;^]|i7. SO H^&ITD. 

Wtll play anyDour in any (lint, any (Jm^ 
FTF aflft^lLI play anyoiie in PBM AK. 
rjave ytt, e«o«rienet. Ct-w.i Jim 
.'.!: rrviv.r.n. Si'.'i QlhRd.. RuU^h, Arlin E - 
tou, VbifcLaij gg; tl4 
Anyone- want lo Jain, or TTjerfi.fr «iU| Phc 

iron Bneade-v stniii pmb, w* «hailet.tt 
Anyone, We play l-t-f AK. Bi»lge, El it*, 
GtiacL Cjcl[,b f fi-tiay. IB]*i, Jutland. 
Stev* T«na,. I5J|» Cameron C*it>c*nl 

Dr.. Renon. Va. J10TO. 

Good latnl player* a> # 6 1£ 10 ticptii* 
i"i,r.'ri P-B-i\l(r» wanted for hiirhriiijlllij 
PBM r-lub. noft foLLiiia^. Or* in nn the 
j^r-urind flnnr. Wrlti fiCw loi I'mro 

H*ilett, * JEch*» PiiiflE, WHectinji, W< 

v%. zt-qiyi. 

[Jet Teterjfcapf SS 1( uti* in W«p.hirtetnn, 
need FTF opjjunnpia fir all AH mVAr- 
RChM) anyvtiir* in- Spokinc- iroi. Will 
PBM Getty., with any club, Brute 
Jone*. VJ. tbllM Cordort J Spoka ne, Waali. 
Wiun-J, fjpjif npri^ritnn in Bl^ti, 1*14, 
AK. All i;. !-!:<■ d ....-,■■..! l n. Alio, FTF 
nppcnenn in Madnonarca. lAinumO. 

will oc .:-ithir »i(it. Red.*, lend unilji 

11 ita, Contact Hurt flrkiner. T i ■:■ 

TtfopJwa rd, M ridLBUn, W1 a , !r)TC4 r 
PBW BlitB or TJ-Day, any AH aama 
fara-io-fac*, jjteplu ^ivtn to Bccccred 

Otilipnenta orxy. Jumea PendiLck. ll'IW 
ftp., }1 51,, htil. t Wji. ■ivls. 



Waj 



ijjd PRM 



.| T .,nn 



1 for 1^14, Ajc, 



pjBd nunij- uthin, Alao inyujie who wtll 
hi * etudent B | Ma»a. I, T. n.*xt yaa. , 
e*p«ttftHv *a.utcd for PBM. 8rPft 
iVu.rce.it I J lK-4ij.irl 1 *-«lrri £c. , ,Miiwa*keo, 
Wiar. 1121*). 



Rallf -rLiLiisil rhe Ptinra jinr( JPn f, H f]i* ' 

Tk*j x Carp* COflf*jd*rhl* Artny c«n- 

UTeluiatei broth.**- Corpf ]Oin,jp.j; tu^ 
ladcrntt Army vh-ai-gnrriin^ Jiat^rnltv. 
Southfecii ntulIcfueiL may aa-uJ dfiiilica.- 

Liotck LU Juhn FtuikJuile, UL<r MrArthiiT 

Av«. r Coi^mbiia, *oM-.h Canal ina jQAO-i , 
Hitch up wl<.h AfiR^e&aot n.o«- 1 He thei-e 
MUA AgBrenatsr 'd ITth Army tnnt-chca 

in tnctaiy. Fasi anlir*Jicerirrii4 In ritlt 
and (Tieml aume ^reat piy* . T> join 
rtmfaet- CreRH Keiff r, 7 1 J S. Clowiai, 

hioutn-aili, ^, U*k, SViiJJ, 

7ow AHTteim. (Wbatel*e q ] We need 
Mid-WcattiTJiati. i£*ve America Irorr. 
(far fteri. r.lunil Al*u PBM D-Day, h^i- 

recorduEitarnlf-hed 0-0-0. PhlhpCrant, 
Bot dlfe. Mtteh*U. a.U. 57>Ol, 
'Torrnl'i C*vjl r y Da Tcfincntc" 
wiihea c ■:■ mrcL you lau^^lCh-facn bat 
jjr.y AH ;<i«f il ;■■-■■-. Liny lu Jhm Chai- 
tnto^a L»r Cockevillu area. Lnnta^L 
;..:m;.l worthy. Bait I^JS. Ttnne*ie« 

Tech.. CoohcVllie, Teiin. 1B5C 1 . 

fWnLjt ni y , g*me rt^ei^nin^, [nkJTTH- 
rnsntK, pr1iea h poinT i|ii»m, • r 1 end - 
eiiip, ahd camp«tmon art all character- 
istic of the United Waurjorpere ol Anitd. 

Cl. UZ . .!.i, ".-..■ ::.:..-,. i!i ■: Llj •.!■■•• 
■ta-lea- lniereitad 7 Willi- Marlf 

Durndal, 1ZDD MeGivaeV Plka, Uoa,' I 

uon, L-nn<M-? HZH. 

The Gratapoi an o r RJir, 1 ;.* I ,.] ,1 oi 9 u U [.<- 

ei at a and Tactician*. Riul ia d^tcrmin- 

^.1 ii„4[>j<!i' atl'jiil ul3Lr*laiiy and Tactic* 
In taat (rama and *olU(iain* 13 dif.Jer = rtt 
SilultloTij. OMMOti Gfcja PIHbj I7PB 

L^ifttipji; Df,. ftrJiri^ign, Tc-taa TliDIH . 

lmpetttJ Ruajda ""fl. (V are. pmivlng I'l 
Futt Worth, Tnu. ALl *-r|*m( ff in 
The F , tf, - Dot. am ar *. »ntcur*fj,td let 
JMa. Thi iru nrtd* a ga&d cluh. *tn E 

itlll Gc*y, J7ia Weill Ciccle. South 
Ft. WptIo. Tfcaa* ?6iH. 
PBM rjeiiyaliurg, jfE rJ-iTne. S-grid, 
n- tijiy ind Waterloo. Wlah. alac 10 mm 
H. warfruninR. t j mI>. Rickey MfUBt^, & 
ryi-uvlicrDv,, Ftier,d J ,wa la J. Tcxa* TT-^fc. 
Wic,tftd~ Applirjimtn. far a , IFV fi.rrnn'1 
Sprrtre. Spectre li. All" wance'-l-jjj 
in rn.u Ha'nJMn area fen Cutty*., Wloo^ 
1>-Uay, BiimirtJk. CQnucl Bra K Hakn , 
142-t Del MflnlttJi Hou.l™, T**** 7tfll». 

PIjo^h ,TA±-JH1^. 

Gppoa*nl» wnnterJlcrAvalan Hiit «amc<- ' 
in Cl»*r Lake area ol Houaton. Ctintoit 
JackCnirl. 17 1 5 Ramcrfa 7705ft L Houat&u, 
Ti-Jina or PliUnr l'[' n-^n^H. 



